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ATARX AT WIISCXER CES 

by Arlan Levitan 

The Winter Consumer Electronics Show» or 
CES^ as it is referred to in the trade^ was held 
in Las Vega§# Nevada from January 5th through 
the 9tli# Your MACE reporter and Nebulous 
Software's Sheldon Leemon checked into our 
hotel/casino Friday afternoon^ and although 
common sense told us that the best use of our 
time would be to play the tables^ we decided to 
go over to the Consumer Electronics Show 
anyway* The show is truly massive this y#ar« 
Even though the Vegas show is supposed to be 
the little sister of the summer Chicago show, 
this one felt bigger than tlie iwlndy city's last 
CES» Special thanks to Steve Philpott of the 
Las Vegas user group who displayed some real 
Nevada hospitality in showing us around and 
keeping us from walking into walls* 

THE BIG NEWS? (yawn) 

Well, the 1200XL turns out to be pretty 
much what I expected* A very fashionable 
styling job (I had to check underneath for a 
designer label) in elegant white^ black and 
silver, houses what some loonies on the coast 
think will be the hottest item since electric 
shoelaces* 

The 1200XL comes equipped with 64K RAM 
standard* Since the operating system actually 
loads from ROM into RAM there seems to be no 
real increase in usuable RAM from BASIC or 
any other language that uses the 1200XL's 
modified Operating SysterHf 

No basic cartridge is included at the 
announced list price of $899* The unit is 
completely sealed^ (so much for Ramdisks and 
Bits 80 column boards***) with the 1200XL's 
single cartridge slot and two joystick ports on 
the left side of the low profile console* 
Software that references joystick ports 3 or 
four will map on the 1200XL to ports 1 amd 2» 
respectively* Atari has commendably taken 
pains to insure upward compatibility* 400/800 
software that conforms to the spec laid out in 
the 400/800 technical users notes should have 
no problem running on the new system 

The molex I/O plug used to connect to 
peripheral devices is located in the back* 



The keyboard does have a very different feel* 
The layout is now standard QWERTY (the 
inverse video key has been moved to the glitzy 
row of function keys on the top row* While 
there were so many members of the marketing 
team there you had to watch where your 
stepped^ I did manage to corner someone with 
some technical knowledge of the machine* 

The START, SELECT, OPTION,BREAK, and 
SYSTEM RESET keys are located in a row above 
the main keyboard (see cover photo), There are 
four function keys labeled Fl through F4* Each 
one has three possible functions* The primary 
function of the keys is cursor movement* This 
provides a more palatable form of cursor 
control for those of us who can't stand having 
to hold down the CTRL key on the 800 to do so* 
The regular cursor control method works also* 
Used as they sitt each of the four function keys 
(located above the top of the regular keyboard) 
will move the cursor in one direction (left> 
rights up» or down depending on which om you 
press)* 

If you hold the SHIFT key down^ they become 
cursor home keys for the respective corners of 
the screen display* Each key has a different 
third function which is accessed by holding 
down the CTRL key* CTRL/Fl toggles the 
keyboard lockout on and off* CTRL/F2 toggles 
DMA (screen display) on and off CTRL/F3 
toggles the keyboard click on & off* CTRL/F4 
toggles between the Atari character set that 
we all know and love» and an international set* 

The function keys and the rest of the top 
row are all flat chrome touchsensitive squares* 
Another key on that row is the HELP key which 
can be used to access the internal diagnostics* 
I saw the memory t OS and keyboard diagnostics 
run* No errors occurred in the units on display* 
I wonder what the error messages say* 
Something like "RAM FAILURE at location 52E0 
- TAKE ME TO A SERVICE CENTER - BRING 
YOUR CHECKBOOK"? 

The familiar key click of the keyboard may be 
turned on and off* but unlike the 800» the click 
comes from the TV sound* There is no internal 
speaker in the 1200 itself* I did verify that the 
DIN plug is still there(in the back) so you can 
drive composite color monitors and B&W sets 
(sorry folks^ it's still only a 40 column 
display)* The rumors that there is another CPU 



hiding in the box were flatly denied* 

What are the BIG improvements? Well 
ararding to marketing, the GTIA is a reworked 
job with more saturated and pure color (whiter 
whites and bluer bluesM«detergent anyone?)* 
The pokey has been overhauled and the sound is 
cleaner ♦ The CPU, although still a 6502, is a 
custom VLSI job that cuts down the number of 
discreet components and chips, which should, 
they say, mean higher reliability (anybody out 
there taking bets?)* It really is a very nice 
package, which if it had been priced at *599 
would be very attractive* And I'm still a bit 
miffed about no access to the internal Bus* 

I know what I think of the 1200X1* 
Interested in what one high placed Atari 
executive had to say? "We at Atari believe that 
the model 1200XL is a new generation in home 
computing, a culmination of our experience in 
hardware design* With it's user aids and 
beautiful packaging, the model 1200XL is one 
of the 'friendliest' computers ever built — and 
at an affordable price* It will be a handsome 
and usefull addition to any home* 

Somebody gag that man with a spoon, please ! 

800 Price Cut 

The 800 list price was dropped to $679 for a 
48K unit, which only surprised those who 
thought it would go lower* The Basic cartridge 
and manuals are no longer included and must be 
purchased separately* Somewhat disturbing was 
a rumor that newly manufactured 800s will have 
all 48K on a single board and have no 
connectors in the last two RAM slots and right 
hand cartridge slot to keep costs down* This is 
one rumor that is hopefully without substance* 
Hang on to your old 800* It could get actually 
be worth more in the future than now if the 
rumored change is indeed fact* Some RF 
shielding has definitely been dropped* 

Conspicuous in its absence at the Atari 
computer booth a CES was the long rumored 
Atari 600 computer* The 600 was supposed to 
be a 400 with a real keyboard* Atari personnel 
at the show stated that such a machine does 
not fit into the company's present marketing 
plans (does anything that makes sense?)* 
Despite the predictions of pundits, no Atari 
1050 disk drive was shown to anyone in public 
or private* Newly manufactured 810s sport 



Tandon drive mechanisms instead of the 
squirrely MPIs used in the past* The new 

drives can be identified by a latch that swings 
instead of pops up* 

Atari also unveiled the new Model 1010 
cassette unit at the Las Vegas Consumer 
Electronics Show this weekend* The unit is 
nicely styled in the same manner as the new 
1200XL computer* I queried an Atari 
representative as to the major differences 
between the new 1010 and old 410 recorders* 
The reply was encouraging indeed* "This one 
WORKS*" 

List price of the 1010 will be *99*95* The 
other enhancement of merit is no built-in data 
cord* The new unit has a pair of Molex jacks in 
the rear, just like the 810 disk drive* This 
means that the 1010 does NOT have to 
terminate the serial daisy-chain - cause to 
rejoice for Alien Group Voice Box users* 
Another rep proudly pointed out that the 1010 
also has an on/off switch and an LED pilot 
light* Another quantum leap in Atari computing. 
The 410 Recorder will be allowed to quietly 
disapear after introduction of the 1010* 

Atari also showed the new 1020 forty column 
color printer to mildy interested bystanders* It 
features four colors-at-once printing (with 
sixteen to choose from) for doing pleasantly 
amusing graphics, but at 10 characters per 
second in print mode, I seriously doubt that it 
will ever replace pen or crayola for many users* 
Only $299*95 for this smartly styled gimcrack* 
It does not require the 850 interface* 

Atari 820 and 822 printers will be dropped 
from the catalogue* I can 

undrstand dumping the 820, but the 822 
deserved a better fate than this* 

As if things weren't depressing enough, 
Atari rolled out their new model 1025 printer* 
As rumoredf the 1025 is a repackaged Microline 
80 printer that runs at a blistering 40 
characters per second* It features condensed, 
standard, and expanded (wide) print fonts* 
There is no proportional character sett The 
choice of the ML80 was made in adherrence 
with Atari's committent to relieving troubled 
printer manufacturer's of discontinued and 
overstocked items* Shades of the 825 (aka 
Centronics 737)! Rumor has it that the person 
who selected the new printer was fired shortly 



thereafter (Source? The Atari Rep who kept 
screaming, DONT QUOTE ME! DON'T QUOTE 
ME! after noticing he'd been overheard #) 

The 825 and the Atari Word Processor will 
go the way of the Buffalo after people start 
snatching up the new 1025 at a list price of 
$549*95* What's good about it? You don't need 
the 850 interface to use itt It also sports the 
new Atari "designer look" ♦ 

Atari unveiled their nmw ATARI WRITER 
word processing package at the show* It is one 
of the finest software products for the 
400/800/1200 machines I have seen* The $79*95 
16K cartridge appears to be extremely well 
written and thought out* Features include* 
Global Search and Replace Ability to format to 
the screen* while the normal display does not 
scrollf if you opt to format your text to the 
scre^en horizontal scrolling is enabled* The 
formatted material may be up to 1 32 characters 
wide* Font Selection User Definable Tabs 
Standard Atari DOS files Works with Cassette 
Right Justification Auto Paragraph Indent File 
Chaining Double Coulmns Auto Page Numbering 
Headers & Footers Centering Form Letter 
Features (No^ its not a true file merge***it will 
halt at preselected points in your text while 
printing and allow you to enter data that is 
particular to the document being printed)* I 
must admit that I was truly impressed with 
this package* Atari refused to deny that the 
cartridge was done by the author of Text 
Wizard* It certainly had the ergonomic "feel" of 
the popular WP packaget and DATASOFT was 
biting their lip when asked if TEXT WIZARD 2*0 
would ever see the light of day* I feel the 2*0 
version will never be released* No matter* 
ATARI WRITER will surely be one of my 
favorites* Now the bad news***It supports only 
the Atari 820f 822» 825 and 1025 out of the box* 
Some members of the Marketing staff just 
refuse to "officially" acknowledge the 
existence of the real world and they kiboshed 
plans for support of the NECf EPSONt 
PROWRITER and other popular printers being 
included* Fear not! Some level heads did 
prevail* and support for those printers will 
come in the form of a disk of printer drivers 
for those devices that will be distributed 
through APX (the Atari Program Exchange)* It 
will cost 20 or 30 dollars which is a tad 
ridiculouSf but at least the support will be 
available* ATARI WRITER is my choice for 
ATARI CES honors based upon what I have seen 



so far* 

A slew of new Atari Inc* software was shown 
at CES* 

On the educational scene for the very young> 
Juggles' House^ a program that teaches the 
concepts of upper/lower and inside/outside and 
Juggles' Rainbow handles above/below and 
left/right* $29*95 each on disk or tape* Sesame 
Street seems as effective^ a lot cheaper^ and 
more entertaining to this kid* 

For the 7 to 10 year old crowds Atari 
displayed Mickey in the Great Outdoors* 
Featuring well done graphics^ the Ubiquitous 
Mouse of Disney fame teaches language arts 
and basic arithmetic* I liked this one a lot but 
the $50 price tag may give some pause* 
Available on disk and cassette* 

Four new entries in Atari's personal 
development line popped up at the show* Atari 
Speed Reading comes on five cassettes at 
$79*95 the set* Evelyn Wood must be quaking in 
her boots* Some smidgens from an Atari Music 
tutorial program were shown* No price was 
announced* 

Home management buffs can look forward to 
Timewise ($30)* a time management program on 
diskette that will help computer fanatics 
schedule the three minutes a day they spend 
speaking to their spouse* 

The technically well executed but tragically 
flawed Telelink II cartridge was demonstrated* 
For all its bells and whistles^ Telelink II 
continues in the in credibly 
oblivious-to-user-needs Telelink tradition of 
not being able to dump data to disk or tape* 
This one will make an excellent doorstop or 
hockey puck for serious telecommunications 
buffs* 

Ah*** 

What would life be without new Atari game 
software? 

Although it had some cute graphics^ the E*T* 
Phone Home game seemed a crashing bore to 
me* I thought that after divestiture of AT&T> 
direct dial was supposed to get cheaper* $50* 

As if one movie tie-in wasn^t enough f you can 

also look forward to Superman III ($50)* At 



that pricBf Valerie Perrine isn't even included* 

I'm not sure if Star Trux (sic) is any better 
than the previous two* I'm sure the title 
resulted from Paramount pictures refusing to 
sell Warner Communication the rights to use 
the Star Trek name* Might serve the Legal 
department right if THEY got slapped with a 
subpeona for a change* If I paid $45 for the 
cartridge I'd probably want to sue also* 

Just so I don't get accused of being a 
negative thinker» there is a rose among the 
stinkers* QIX is a VERY nice translation of the 
arcade game* The graphics are nice^ the play 
values are rights it has the feel of a winner* 
$45f but worth it in this case 

Although there was an incredible diversity of 
wonders to feast upon at CES my personal 
favorite had to be the absolutely incredible 
Melon Margaritas at Ricardos Mexican 
Restaurant* I can't thank Steve enough for 
taking Sheldon and myself there for a couple of 
hours to get away from the convention 
madhouse* By the way, the Vegas show did 
officially break all previous attendance records 
for ANY kind of trade showj over 80»000 people 
were there on Saturday! 



THE MOST IMPORTANT 
PERIPHERAL YOU'LL EVER OWN 

Because the Michigan Atari Computer Enthusiasts 
provides you with information about your personal 
computer system. There are special interest groups 
in Forth, 6502 Assembier, Basic, Games, Education, 
Business Applteations and more. CXir monthly meet- 
ing offers exciting, informative presentations in the 
very latest hardware and software products, games 
and techniques. Our 24 hour Electronic Bulletin 
Board System becoming a standard for other Atari 
groups across the nation. A growing diverse local 
and international membership and award winning 
proprietary software — all dedicated to providing 
you with the finMt Atari® user support system any- 
where. 

And don't forget M.A.C.E. Magazine — stimulat- 
ing, timely, and informative. Quality product reviews, 
inteiesting tutorials and 'how to do it' articles offer 
you page for page one of the most comprehensive 
Atari® related publications available. 

Why not give us a try? Your $20.00 membership 
also includes a subscription to M.A.C.E. magazine. 
Plug us in and boot us up! We think you'll agree that 
M.A.C.E. is the most important peripheral you'll ever 
own. 

Send check or money order to: M.A.C.E., P.O. 
Box 2785 Southfield, Michigan 48037. 



Weill that wraps up my coverage of the Atari 
Inc» side of the showt Remember » you saw it in 
MACE first! 



RITE WAY ENTERPRISES 



8262-12 MILE RO. 
WARREN MI. 48093 
313-751-2454 



22027 MICHIGAN AVE. 
DEARBORN MI. 48124 
313-562-3178 




OPEN 

10 a.m 9 p.m. 
Mon.-Sal 



A 



HIGH PERFORMANCE 
FLOPPY DISK 



ATA PI' ATARI 890 48K %530r«rr 
nini\I ATARI 400 48K ♦349.00 

ATARI 410 REC. * 85. 
ATARI 810 DISK *449. 

ATARI 830 MODEM *149. 
ATARI 850 INTERFACE %179. 



LARGEST 
SOFTWARE 

SELECTION 
IN 

MICHIGAN! 



TILL 2-28-83 
$ 499. 




Monitors 

fl^ B^^C USA. IMC 

12* OfIN ptwtphor ^ QS 

12- Mgh RMOlution. ^^jtfx 
Non-Clare Creen Screen $ |49 

Software For. . . 

ATARI 400-800 
APPLE 
VIC 20 
TI 994A 
SINCLAIR 



GIFT 
CERTIFICATES 



DISK FILE 
HOLDS 
60 

DISKS 
$19.95 



PRINTERS 



Pro/Writer 



PROWR ITER $498 PAR 

PROWRITER $649 SER 

PROWR ITER 2 $699 PAR 

PROWRITER 2 $749 SER 



Epson 



MX 80 -$469 
MX SOFT $569 
MX 100 $749 



PAPER 
$1595 

CASE 
1500 
SHEETS 




icroniti»inc 

PRINTER 

$399 



SMITH-CORONA 
TPI 

^669 



THE 



DISCOUNT 

Computer 
SOURCE 



EVERYTNIIIS DISCOUNTED EVERYDAY 



CES REFORT 
The TaToi-IcJ Beyond A±^ir± 

by Sheldon Leemon 



In a show the size of the Winter CESt it 
stands to reason that there would be a few 
other exhibitors besides Atari whose wares 
would be of interest to MACE members* Here> 
thent is a brief rundown on other products 
shown at CESi 

400/800 Compatible Software* 

One development that I expected was the 
entry of major Atari VCS game producers into 
the home computer market* Though we have 
seen nothing yet from biggies like Activision 
and Imagic^ a couple of lesser lights had some 
computer titles* Apollo was showing space 
Caverns, which looked to be a converted VCS 
game» and one other* Spectravision, of 
Communist Mutants From Outer Space VCS 
game fame, had a catalog full of computer 
software* not only for Atari* but Texas 
Instruments and VIC-20 as well* An 
interesting example was a 3-D game requiring 
the use of those red and green glasses (now 
that^s scary!)* As a matter of fact, 
Spectravision not only had computer software, 
but their own home computer to boot (see 
CDomputer section below)* 

Of course, there was plenty of software on 
display from more familiar sources as well* 
One of the most exciting was a a demo screen 
of Datasoft's Zaxxon, looking even better than 
the Coleco-Vision version* Even more 
astounding was the almost-completed TRS-80 
Color version which also looked better than 
ColecDo's! Datasoft also had their Atari BASIC 
compiler seemingly ready for sale* 

Our old friends at Synapse were there, with 
one of the most attractive displays at the 
show* New games included the long-awaited 
Fort Apocalypse, a preliminary version of 
Necromancer by MACE's own Bill Williams, and 
other classics such as Drelbs* Those shown 
represent just the tip of the iceberg, and you 
can bet that Synapse has dozens of exciting 
games just around the corner* 

Many other software manufacturers were 



represented at the show, such as Thorn-EMI, 
Sirius Software, First Star Software, and CBS 
Software* Most of what was shown had already 
been released, and is probably familiar to most 
of you* CBS did have a preview of an exciting 
new game called Mountain King, done by the 
designers of the K-Byte hit, K-razy Shootout* 
Though I have not gotten a chance to check 
playability, the graphic presentation is 
outstanding* 



Home Video Game Software! 

The big news seemed to be the proliferation 
of manufacturers and the large number of 
licensed titles, such as Twentieth Century 
Fox's M*A*S*H video game for the VCS* There 
are now games based on movies, comic books, 
rock groups, and who knows what else* New 
companies are still entering the fray, such as 
coin-op heavyweight Sega, and those who were 
new entries at the Summer CES, like Quaker 
Oats' US Games and Twentieth Century Fox, 
now seem to have dozens of titles* Some of the 
stuff is very good, much more is mediocre, and 
the s+ieer numbers of games is so great that it 
is almost impossible to sort the wheat from the 
chaff* 

Although the big numbers are still with 
VCS, third parties seem to be more interested 
in producing for Coleco-Vision, the hot new 
system, than in adding titles for Intellivision* 
Although I did not actually see any third-party 
Coleco-Vision cartridges, several were 
announced, and it seems like only a matter of 
time before they appear* Coleco itself 
continues to add outstanding titles, including a 
Rocky fight game with title graphics that look 
like they were done with a digitizer* 

The video-game culture has grown so large 
that it was only a matter of time before a 
seamier side emerged* Nait no longer* There 
is now a full range of X-rated videogames 
available for the VCS* I would recommend 
these particularly for those who are nostalgic 
for the experience of learning the facts of life 
from a crude sketch of stick-figures coupling* 
If you get turned on just putting a hot dog in a 
bun, you might find ttmm sexually exciting as 
well* More shocking is a couple of games based 
on the explicit-violence horror films Halloween 
and Texas Chainsaw Massacre* In the latter. 



you play the deranged killert and try to shred 
all thff little people before your trusty Black 
and Decker runs out of gas* This one makes 
the perfect Sweetest Day presentt If you are 
waiting for the public's good taste to drive 
these guys out of business» it will probably be 
a long wait* 



Home Videogame Hardware* 

The big word here is adaptor* I was 
surprised to see that Mattel showed along with 
its new Intellivision II a working VCS adaptor^ 
playing Pac-Man! I did not see Coleco's VCS 
adaptor^ probably because of Atari's lawsuit 
against them» but can an Intellivision adaptor 
be far behind? Meanwhile^ Atari» whose VCS 
technology is so cheap to copy» can only sue 
everybody that says the word "adaptor" and 
hope for the best* 

The new Intellivision II looked very nice» 
but I did not really have a chance to check its 
compatability both with the old Intellivision^ 
and the new Mattel computers* Though the 
keyboard unit for Intellivision might have been 
theret it was not displayed prominently enough 
for me to see it* 



Home Computer Hardware 

Here the news was the creation of an under 
$100 market* The most exciting was Texas 
Instument's 99/2* This 16-bit machine has a 
calculator keyboardf a black and white display » 
a very attract!^ case» 4K of RAM (expandable 
to 36K)f and will sell for $99* Most interesting 
is that it will be cartridse-qompatible with the 
99/4A (does this mean that it has sprite 
graphics?)* The storage device of choice is 
also interesting* TI has added a Nafertape» 
like Exatron's Stringy Floppy* This tiny 
continuous-loop tape cassete has a transfer 
rate about 1/3 as fast as a non-Atari disk 
drive (about the speed of an 8i0)» and holds up 
to 64K per "wafer"* The $140 price tag is a 
whole lot easier to take than TI's current disk 
drivet whic^ with oentrcdler» memory expansion^ 
and expansion box adds up to almost $1000* 
This device will also be usable with the 99/4A 
with the addition of a $60 interface* 

Timex was not standing still either* In the 
face of TI's entryi it was expected to cut the 



1000 to $79* Alsot Timex announced the 2000» a 
16K Z«-80 color computer for $150 (48K for 
$200)* The keyboard is calculator-type keys» 
though in a slightly larger format than TI's* 
Tfiis looks like just a U*S* version of Sinclair's 
Spectrum, and the most talked about# part of 
that systemt the rumored under-$100 disk 
drive» mm not shown* 

Also in the under $100 range were a couple 
of keyboard add-ons that turn the VCS into a 
color computer* Though I did not get a chance 
to examine them too thoroughlyf they 
demonstrate how great the interest in cheap 
home computers really is* 

Commodore was showing a lot of itnpressive 
hardware for their new Commodore-64* Like the 
1200» it has 64K RAM along with the BASIC and 
Operating System ROM> so that the BASIC and 
OS can be switched out and replaced by RAM in 
applications where they are not needed* Right 
now it is priced $300 lower than the 1200 ($599 
list)^ with deep discounts to be expected soon* 
Especially impressive were the inexpensive 
peripherals shown* A speech synthesis module 
which produces the most natural-sounding 
female voice that I have ever heard come out of 
a computer was demonstrated^ and will be 
priced well below $100* To take advantage of 
the sound chip in the 64» whose register control 
waveform shaping allows you the same of range 
of sounds as expensive keyboard synthesizers 
in three voices^ there was a piano keyboard 
attachment! also to be priced well below $100* 
Perhaps most exciting was a graphics tablet 
with 500X500 resolution consisting of a clear 
vinyl sheet with microswitches imbedded in it* 
This could be used for drawing ^ as well as for 
input by preschoolers with the addition of 
printed overlays^ ifo price announced^ but you 
can be sure it will be under $100 as well* 

The 64 was not the only machine Commodore 
had on display* Near the UOOO^OOOth VIC was 
an under-$10(X) portable color computer* In an 
Osborne-like suitcase format^ with the 
nicest-looking detachable keyboard that I have 
ever seen» this baby had a 5" color monitor and 
two disk-drives built in (you may get only one 
drive supplied at the under-$1000 price)* It 
probably will be 64-compatablet and at that 
unbelievable pricei you can bet that there was 
a lot of interest shown* 

Besides the familiar iiiicfo-maktrs# there 



were scores of new faces in the personal 
computer market* Biggies like Panasonic and 
Mattel had new personal computers to show^ 
and the Japanese were well repesented by 
entries from NEC, Toshiba, Hitachi, and even 
TV manufacture Samsung (or was it Sampo?)* 
The biggest surprise, however, came from 
video-game maker Spectravision* They showed 
a 32K computer with 16 color graphics, 3 
channel ADSR sound synthesis, 32 sprites, and 
calculator-type keyboard like the TRS-80 color 
for $300 retail! Even more amazing, it had a 
complete line of peripherals, including 
80-column adapter and CPM 2,2 and 3»3 
compatibility! Where did these gi^ come from, 
anyway? 



All of the Above 

In a class by itself was the unit shown by 
the virtually unknown Ultravision Corporation* 
It has features that could only be done justice 
by a lat^-^night TV adil produced liy Popeil* 
How much would you pay for a powerful 64K 
color computer that is Apple II and CPM 
compatible? Before you answer, look at this 
beautiful built-in 13" color RGB monitor* This 
monitor has a tuner, and doubles as a color TV 
set* Lift the keyboard, off, replace it with an 
Ultravision VCS module, and presto, its an 
Atari-compatible video game* Switch to 
another module, and it plays all Coleco-Vision 
cartridges with ease* Now how much would you 
pay? What if I were to tell you that it had 
simulated stereo sound? Well, friends, the 
Ultravision is not $1999, not $1499, not even 
*1299* With the color monitor, the 64K Apple & 
CPM keyboard, this little beauty is only $999* 
And wait*. ♦if you order now we'll throw in a 
free DC adapter with cigarette light plug, so 
that you can play these same great feniee in 
your car! Sounds too good to be true, doesn't 
it? If I were you, I would wait before sending 
$999 in cash or money order tol Ultravision, 
Box 999, Underwater Lots, PL 99995 



The original articles that appear in M.A.C.E. may be reprinted without 
permission by school and college publications, personal computing club 
newsletters and nonprofit publications. Each article reprinted must carry 
a notice to the effect that it is a reprint from M.A.C.E. and give credit to 
the author. © 1982 

Michigan Atari Computer Enthusiasts is a club and users group and is not affiliated with the Atari 
Company, a Division of Warner Communications Inc. 



IvtACE SIG QRQXJFS 

MACE offers members the opportunity to 
explore specific applications of Atari 
Computing in Special Interest Groups (SIGS) 
where MACE folks with common areas of 
interest can meet more informally than would 
be possible at our general membership 
meetings* 

The following groups have registered as 
official MACE Special Interest Groups? 

SIG/ASSElytBLER 
Manager} Tom Hunt 

Secretary: Phil Heavin 
939-6213 

SIG./ BASIC 
Manager* Jim Spitzer 
543-0961 

T^TTSIlStESS SYSTEMS 

Manager! Douglas Perenchio 

776-7626 

f=LTGXEPXJC ATIQISt 

Manager: Mark Davids 
774-9709 

SIG/FQRTH 

Manager: Todd Meitzner 
542-1752 

SIGXG AMIES 
Manager: Stephen Tobias 
979-5740 

SIGXGRAFHICS 
Mimageri Ken Hein 
254-1761 

SIG/HARPWARE 

Manager: Chris Ratkowski 
532-5421 

SIGXIMEW USERS 
Manager: Michael Winters 
645-2193 

UTILITIES 
Manager: Charles Godfrey 

559-1272 Home 
362-9110 Work 

Get involved!! Join a MACE SIG today!!! 
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computer 



software 




books 



magazines 



If youVc got the engine 
weVe got the rest! 




Friendly knowledgeable sales personnel 



Sign up now for classes 



Open after the meeting for 
your shopping convenience 



Present your membership card 

for special prices 
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by David Fox & Mitchell Waite 

Here's a very nice GTIA demo downloaded from 
GREKELCOM, the Oklahoma City ARMUDIC 
Bulletin Board (405)-722-5056. Thanks to SYSOP 
Greg Leslie* If you like the programrl suggest 
you pick up the November '82 issue of BYTE 
magazine and read the excellent article on 
computer animation that acoimpanied it« 



10 REH » FMl HAIERFALL m 

20 REH 
30 REH 

n REH DEH0N6TMTI0N OF MDMnNG A SCENE BY ROTATINC THE 
COLOR REGISTERS 

SI REH (USES GiM>HICS 10 - GTIA IS NEEDED) 

a REH CflPYRIOir (C) 1982 BY DAVID FOX AW HITDEU. HAITE 

62 REH 

63 REH 

65 REH FROH NOV. '82 "BYTE" HAGAZBC 

66 REH SIBHITTED BY HIKE RAY, QKC 

67 REH 
70 REH 

81 GOTO 200 

ill RBf ROTATE COLORS 

110 TEHP=PEEK(705)JPOKE 705,PEEK(706) {POKE 

706,PEEK<707):POKE 707,PEEK(708)!POKE 708,TEHP 

121 RK HT«1 TO StNEXT HT 

130 GOTO 110 

150 POKE 706,PEEK(707) 

161 POKE 7M,PEEK(707) 

200 REH DATA FOR LOCATION OF TREES 

210 FILL=1300 

220 GRAPHICS II 

230 POKE 701,?il6+10!REH SKY,COLOR I 

210 POKE 705,8116+10 :REH NATERfCOLOR 1 

251 POKE 7I6,8i16<8:REH MTERrCOUK 2 

260 POKE 707,8il6^!REH HATERtCOLOR 3 

270 SETCOLOR 0,8,1JREH HATER,COLOR 1 

2N SETCOLOR 1,12,4:REN TREE SHM)0H»C0U]R5 

290 SETCOLOR 2,2,4;REN CLIFF « TREE TRUNKSfCQUR 6 

300 SETCOLOR 3,12»6:REH GRASS,CQLOR 7 

311 SETCOLOR 4,3,6!REN 11CET0PS,CflL0R 8 

400 REH DRAH GRASS i CLOT 

410 COLOR 7JP0KE 765,7JREH THE GRASS 

421 PLOT 79,lliDIWiT0 79,45:Xl»78!Yl=ll!X2i=66:Y2:=15:G0SUB 

FILL 

430 X1=65{Y1=15{X2=61JY2=18!G0SUB FttiJ 

Xl>6i:YM8iX2»S6iY2=25:G0Slfi FILL 

440 X1=56{Y1=25}X2=65JY2=355G08UB FILLJ 

X1=66!Y1=35!X2=78:Y2=45:G0SUB FILL 

450 COLOR 6!PflKE 765,6!REH TIC CLIFF 

460 PLOT 79,46!DRAHT0 
79,145!X1=56SY1=26JX2=56JY2=117:G0SIJB FILL 

471 YM17!X2s68:Y2=i32iG0SUB FILL! 



X1=68}Y1=132{X2*78JY2=145:G0SIIB FM 
480 COLOR 7:P0KE 765,7:REK HORE GRASS 
490 PLOT 0,19i:DRMffO 79, 191 SDRAWTO 

79,i46:xi^:Yi-m:x2«i:Y2s9i:G06UB fill 

510 REH DRM THE F^S RIVER 

510 FMl^iCFLAG=OiREH ORAM Ti£ RBER ON TOP OF THE CLIFF 
521 FDR Y^ TO 34 

530 GOSUB 1500 

541 FDR X=79 TO FtH STEP -1 
951 COLOR GOL 

560 PLOT X,Y 

570 COL=CDL-i:iF COL=0 THEN C0L=4 
988 NEXT X 
590 FALL=f AU.+1 
611 NEXT Y 

611 FAi<i:CFLAG^l{REN DRAM Tl£ FALLS 
620 FOR X=58 TO 66 
630 FMl^ALL+1 
641 GOSUB ISII 

650 PLOT X,25*fAU- 

660 FOR Y^ TO 121 STEP 4 * 

671 COLOR COL 

680 mm X,Y4FALL 

691 GaL<OL-l!IF COL^I TIEN C0L=4 

700 NEXT YJICXT X 

710 COLOR 6JPL0T 58,28JDR«ff0 5B,25:DRAWT0 59,25{PL0T 

66,38!DRAKrO 66,129!REH CLEANUP 

720 COLOR 7JPL0T 73,33JDRWffO 79,33{PL0T 68,34:i)RflKro 

79,34 

731 FALL>S7:CFLAG>liREH DRM THE RIVER ON T»£ VALL£Y FLOOR 

740 FOR Y=121 TO 128 

750 GOSUB 1501 

761 FOR X»f AU. TO I STEP -1 

770 COLOR COL 
780 PLOT X,Y 

791 COMXL-UJF 0BU4 THEN COLM 
800 NEXT X 
810 F«l=f Ml+1 
821 NEXT Y 

910 REH DRM< TIE TREES 

910 FOR T=l TO 11 

921 READ X,Y 

930 COLOR 8:REH TREETOP 

940 FOR 1=0 TO 2JPL0T X-I,Y-40+2iI{DRAMTO 

X-I,Y-20-2li:iCXT I 

950 FOR I=-2 TO -IJPLOT X-I,Y-1f-WJDRAI(T0 

X-I,Y-20+2iI}NEXT I 

9161 COLOR 6;iEM TREE TRU»K 

970 PLOT X,Y5DRAHT0 X,Y-21 

980 COLOR SiREH SHADOW OF TREE 

991 PLOT X,Y*1JORAHTO X+7,Y*4}PL0T X<8,Y*3{0»«TO 

X4e,Y-5JDRAMT0 X*9,Y+6 

1000 DWWTO X+9,Y+3:DW«T0 X+10,Y+3JDRAIfTO X+10,Y*7 
1111 PLOT X+11,Y+7JOR(«TO X*11,Y*4JDRAHT0 X*12,Y«JDRAHT0 
X+12,Y+7 

1020 COLOR 8:REH FMIEN IBXS AROUN) TREE 
1131 FOR 1=1 TO IS 

IMI RX-X+INr(RND<l)i7)-3:F RX»X HEN IMI 
1050 RY=Y+M(RND(l)i8)-3;PL0T RX,RY 



1060 NEXT I 
1070 NEXT T 

UN fEK HMN THE FCMH 

1110 COLOR 0!REH SKY COLOR 
1120 PLOT 57,1M;DRMHT0 65,122 

1131 PLOT 57,n5tomm apiTS 

IHO PLOT 57,116:DRftHT0 45,121 

1151 PLOT 56»U6iDRAHT0 45»12S 

IIM PLOT 56,117:DRM(T0 65,126 

1170 PLOT 56,118JDRAHT0 65,127 

1181 PLOT 56»119:DRM(T0 6S428 

1191 PLOT 55,119;DRAHT0 61,128 

1200 PLOT 55,120iDRANTO 63,128 

12St REN TURN ON THE SOUND 

1261 FDR M TD SiSOUND I,»0,e,8:NEXT I 

1270 GOTO 100 

1300 REN FILL ROUTINE 

1321 PLOT Xl,YltPOBnaN X2,r2iXID 18,t6,0,0,"S:"!RETURN 
1500 REN CHOOSE COLOR 

1510 COL=INT(RND(l)Kl)n:iF COL^STMiTCOL THEN 151I!REN NO 
2 MJCBfT COLOR SlitffS Mm 

1520 STARTCOm:OLmAG:REH C^CULATE NEXT STtftTING COLOR 
TO MOID 

1S3I F STARTCOLsO THEN START0QL»1 
1540 IF STARTC0L=5 THEN STARTC0L=1 
1550 RETURN 

2IM REH DATA FOR LOCATION OF TREES 

2010 DATA 7,106,13,96,30,100,10,112,17,115,7,179, 

15,155,27,161,35,173,60,181,66,171 



I=^RE— BASIC 
By RICHARD GIZYNSKI 

In my last article, I described how memory 

was held in individually read areas or addresses* 
Each address holds eight bits that form a byte (a 
character of information)* There are 256 possible 
combinations that can be held by each byte* Now 
lets see how these characters can be used* 

The heart of your Atari is a little silicon chip 
called a 6502« Another name for this chip is CPU 
or Central Processing Unit» The CPU, like a 
handyman for hire, looks for an instruction and 
then follows it* When it is done with the first 
instruction it looks for the next* 

Each time you turn your Atari on, the CPU 
first goes to the permanent. Read Only Memory 
(ROM) section of memory called the Operating 
System* The operating system contains the 
instructions on how to handle the screen, get 
information from the keyboard, check to see 
what devices are attached, and all the 
housekeeping chores that the CPU has to 
perform to allow you to interact with your Atari* 



Each instruction must be given to the CPU in 
a very simple, one step at a time form, like you 
might give a blindfolded man to guide him 
through a maze* The CPU has no way of sensing 
the difference between an instruction byte and a 
data byte so the first location in memory must 
be an instruction* That instruction must tell the 
CPU what to do first and then be followed by 
another instrution* Or, the first instruction 
must tell the CPU where to go in memory to get 
the next instruction* The programer must be 
careful not to direct the CPU to a byte of data (a 
number, letter of a word etc*) when the CPU 
should be looking for an instruction* The CPU 
would take the data byte and treat it as an 
instruction and faithfully try to execute it* This 
level of instructions, the level the CPU works 
atf is called machine language* 

Writing machine language instructions can be 
a very tedious and frustrating task* Programers 
developed a language that was more human 
oriented, called assembler, to help them* 
Assembler languages act like a interpreter* A 
programmer can write in characters and numbers 
and the assembler translates this to the binary 
bytes that the CPU must have* To a beginning 
programer, assembler is very confusing but much 
better than looking at coIuitkis of O's and I's* 

BASIC is one of the high level languages* In 
Assembler, you write each detailed step the CPU 
needs but use letters and characters that are 
easier for you to understand* In higher level 
languages you may use a one or two word 
command* The language translates this command 
into the many small steps the CPU needs to act 
on the command* 

In your Atari, the Basic Cartridge contains a 
program* It is the program in the Basic cartridge 
that is running* The program that you entered 
through the keyboard, cassette or disk is really 
data that the cartridge program will use to do 
what you want done* The fact that the program 
that you enter is data for the program in a 
cartridge is one of the most misunderstood (or 
completely unknown) concepts to a beginning 
programer* 

When you type in a Basic program, the 

program in the cartridge SAVEs the program you 
enter in shorthand form* This process is called 
tokenization* One toksfif one command* When you 
LIST a program to screen, printer, cassette or 
disk, the program in the cartridge looks at the 
series of tokens and re-translates them back to 
English* This is an important concept for you to 
understand* It will make understanding Basic 
and your Atari easier* The program that you 
enter is data for the program cartridge* 



FXJZZLE CORNER 

by Charles Godfrey 



RECAP OF PUZZLE #5 

Once there was a king who thought of himself 
as quite a mathematician* He told a priscmerf 
"Give me a problem to solve, and you may go free 
until I solve it* But as soon as I have the 
answer* off comes your head!" Now the prisoner 
was rather clever himself and here is the 
problem he gave the king* 

The numbers 220 and 284 are amicable numbers* 
The sum of the proper divisors of 220 equal 284 

1+2+4+5+10+11+20+22+44+55+110 « 284 

and the sum of the proper divisors of 284 equals 

220* Find the next pair of amicable numbers* 

The story goes that the prisaner went free 
and finally died of old age because the king 
never solved the problem* 

AUTHORS DETERMINE WINNERS- The authors 
of the JIACE Puzzles presented here are 
responsible for determining the winners to their 
respective puzzles* Any questions concerning a 
puzzle should be directed to the particular 
author involved* MACE will award the prizes 
either in person at a meeting, or by mail* 
Contestants must be sure to CLEARLY print 
your name, address^ and telephone number so 
that we can contact you if necessary* 

Anyone wishing to submit a puzzle may do so* 
Write or call the puzzle master for further 
information* 

PUZZLE *5 SOLUTION 

It must be rather dull letting your computer 
run for several hours (days?) just to print a dumb 
list of amicable numbers* That opinion comes 
from the lack of entries to the last puzzle* 
Amicable numbers were illustrated by the pair 
220 and 284* The sum of all the proper divisors 
of 220 e^jals 284^ and the sum of all the proper 
divisors of 284 equals 220* The problem was to 
submit computer list of as many possible 
amicaifl# nymbers as your computer could 
generate* 

Future puzzles will have to have a shorter 



solution, or somebody may end up in hot water at 
work* One person let the job run for 9 hours on 
an Amdahl 470* (Do you know what an Amdahl 
can do in 9 hours?!) Other machines were a 
DEC, an IBM Mainframe, and of course an Atari* 
Only two languages were used this time, Basic 
and Fortran* 

The winning entry was submitted by David 
Bowen who solved the problem with Atari basic 
on what else but an Atari* Dave let his computer 
run for six continuous days* His last pair of 
numbers were 100485 and 124155* His program 
is somewhat lengthy, so a shorter one is 
presented here if you would like to give your 
computer something to do to start the new yeaur* 



no FOR A«l TO 9999999 
120 S=0 

130 FOR D=l TO A/2 

140 IF A/D <> INT(A/D) THEN 160 

150 S=S+D 

160 NEXT D 

170 IF S<= A THEN 260 

180 B=S 

190 T«0 

200 FOR F=l TO B/2 

210 IF B/F O INT(B/F) THEN 230 

220 T=T+F 

230 NEXT F 

240 IF T <> A THEN 260 
250 PRINT A}" AND "JBJ" ARE AMICABLE 
NUMBERS" 
260 NEXT A 
270 END 



MACE PUZZLE »6 

Credit for this puzzle goes to this months 
winner David Bowen who sent it along with his 
winning entry* 

To test a group of 100 ratsi a straight line 
1000 feet long is marked on the ground* One end 
is marked "start" and the other end is marked 
"fifiisli"* Sextf 1000 kernels of corn are placed 
on tlie line at one-foot intervals» starting one 
foot from the start and ending at the finisht The 
rats are released at the start one at a time* The 
rats proceed along the line according to the 
following rules* 

1* A rat that has not eaten a kernel of corn for 
at least one minute is hungry^ and will eat the 



first av4ulable kerneh A rat that has not eaten 

for two minutes will eat the first two kernels^ 
and so on» 

2» A hungry rat runs at one foot per second* A 
full rat walks at two secxNfids per foot« 

3* It takes one second to eat a kernel of corn* 

4* All rats are full at the start of the trail* 

5* As soon as a rat crosses the finish» the next 
rat is released at the start* 



PROBLEM} Exactly how long does it take for all 
rats to complete the course? 

This puzzle is not difficult, but it must be 
interpreted correctly* If you do not understand 
a certain pointy please call otherwise your 
answer may be programmatically correct, but 
still wrong. All solutions must be received by 
midnight the day before the February meeting* 

Send your solutions to* 

Charles Godfrey 
29646 Chelmsford 

Southfield, MI 48076 
(313) 559-1272 




ISrOTICEf 
MACE TERMINAL, INSTEDIT, and SCOPY 810 are 
MACE proprietary programs made available to 

members by special arrangement with the authors* 
These programs are only available at general 
meetinqs* THESE ARE REGISTERED, COPYRIGHTED 
NQRKS: UNAUTHORIZED DUPLICATION OR 
DISTRIBUTION OF THESE PROGRAMS IS A 
VIOLATION OF FEDERAL LAW* 





EDUCATIONAL SOFTWARE 



PROUDLY PRESENTS 



TRICKY TUTORIALS™ 8 Thru 1 1 

FOR ATARI® COMPUTERS 




#8 - Create and animate your 
own character sets using the 
sanfie methods used in mny of 
your favorite games. Indudes a 

great editor, utilities, examples, 
and a complete Space Invaders 
look-alike, all explained in detail. 




PROGRAM 
EXCHANGE 

EOUOmONAL SOFTWMIE inc. 





16K TAPE OR 32K DISK ONLY $29.95 EACH! 



#9 - Learn to use Graphics 
modes 9, 10 & 11 giving you 16 
shades or 9 colors, all from 
BASIC. Create programs never 
before possible such as three 
dimentional shapes and digitized 
pictures, all explained in great 
detail. 



#10 - Find that perfect sound ef- 
fect for your games and pro- 
grams. Includes over 50 effects 
ready to use and explains how 
they were written. Special 
utilities are included to allow you 
to develop your own sound 
effects. 



#1 1 - Our famous Memory Map 
now COMES ALIVE in this 
TUTORIAL. Included are thirty of 
the most useful POKE locations 
within the ATARI, each fully ex- 
plained with interactive ex- 
amples. See the tricks you have 
always heard about. 



OUR NEW PROGRAM EXCHANGE 

FEATURING THE FINEST PROGRAMS 
FROM AUTHORS AROUND THE WORLD: 





! liEWI ROOM 

I 





THE ESI PROGRAM EXCHANGE OFFERS A $24.95 WORD PROCESSOR (TAPE OR DISK), A $19.95 GRAPHICS TOOL THAT USES 
SINGLE WORD COMMANDS, A FAMOUS CHARACTER EDITOR FOR ONLY $19.95. A DATABLE PROGRAM ($24.95) THAT ACTUALLY 
DIALS YOUR PHONE AS WELL AS KEEP YOUR RECORDS, AND OVER 20 MORE! 



NOT EVERYONE CAN TEACH 




PROGRAMMING GUIDE FOR BEGINNERS OR EXPERTS - MASTER 
MEMORY MAP/*" A 32 page book with hundreds of hints on how to use 
your computer. Over 500 memory locations! $6.95. 

LEARN SOUND AND GRAPHICS with our exciting lessons called 
TRICKY TUTORIALS.™ Each comes with a tape or disk full of examples, \ 
and a 1 2 to 64 page manual written in an easy to understand manner. 
#1 DISPLAY LISTS — Put several graphics modes on your screen at f 
once. #2 SCROLLING — Move text or graphics smoothly up, down, 
sideways, or diagonally. #3 PAGE FLIPPING - Change TV screens as 
quickly as flipping pages in a book. #4 BASICS OF ANIMATION - A 
beginner's lesson in animation using PLOT, PRINT, and a surprise 
game. #5 PLAYER MISSILE GRAPHICS - Leam the basics of writing 
your own arcade games, m SOUND & MUSIC — Simple methods to 
play complete songs, with graphics. Includes PLAYER PIANO free! #7 
DISK UTILITIES — 7 programs to help you use your disk drive. 32K. ^ 
CHARACTER GRAPHICS - The best editor available with examples 
using special characters YOU CREATE and ANIMATE. #9 GTIA, 
GRAPHICS 9 to 11 — New tricks you can do with these 16 color modes. 
#10 SOUND EFFECTS — Many examples, from rainfall to laser blasts, 



THEIR ATARrNEWTRICKS... 




ING ABOUT COMPUTERS FUN! 

With ample explanation. #11 MEMORY MAP TUTORIAL - 30 colorful 
examples of tricks your computer can do. 

TUTORIALS cost only $19.95 each, except 5 and 7 which cost $29.95 
each. 16K Tape/24K Disk required. 

SPECIAL: Tutorials 1 through 6 in a binder for $99.95. SAVE $30.00! 

USER SUBMITTED PROGRAMS 

We sell many fine programs written by dedicated computer owners, 
such as INSTEDIT, SPACE GAMES, MINI WORDPROCESSOR, DATA- 
BASE DIALER, PROTO'S ADVENTURES, and many more. 

OUR GUARANTEE: Your money back if unsatisfied! 



TURES OF 




DISK32K OR TAPE 16K... only $19^5 

AILABLE 



Most games you play make use of 

characters (A,B,C, etc.) into little 
ips and houses. Our Tutorial #8 

.custom characters, and even in- 
EDIT is a full featured editor with 
)fn characters easy! ATARI'S APEX 
Sir set editor we've seen. ' ' You can 
l6KTape/32KDisk $19.95 

3th quiz for one or two players. You 
across the screen first! There are 
sof operatton for each. The game 

ly is easy for young children. This 
(I from ENGLAND for your learning 
I notice they are playing an EDUCA- 
KDisk. $19.95 

]ws the ATARI to act like more ex- 
gsimple commands like line, box, 
to get a high resolution picture you 
ids! many more fetures! 48K Disk 
^ $19.95 



MINI W0RDPR0CE8S0R — A simple text editor to write, save and 
print several pages at a time. 32K Tape or Disk. $19.95 

KID'S GAMES 1h- Includes a MATH QUIZ, a chiMren's TREASURE 
HUNT, and a DIALOGUE program. 16K Tape or 24K Disk. f 14.S5 

KID'S QAMESie- SPELLING BEE, WORD SCRAMBLE, and TOUCH. 
16K Tape or 24K Disk. $14.95 

DOG DAZE — Twa cute little doggies race tor the fire hydrants, shoot 
their bones, and just have a lot of fun! A fast action program for all 
ages. 8K Tape or 16K Disk, in machine language. $16.95 




Educational 
Software inc. 



4565 Cherryvale Avenue 
Soquel,Ca. 95073 
(408)476-4001 



THE ADVEN 



EIGHT FUN 
FILLED GAMES 
FOR KIDS 
4 TO 8 




THE ADVENTURES OF PROTO. 



■ I 



ALSO AV 



MUSIC MAJOR — By Charlie Parker. Even our loveable Professor has 
a hobby (besides computers). . . MUSIC! In this program he teaches 
you the fundamentals of music in a lighthearted, yet serious, manner. 
The manual is well illustrated in 50 pages. Each lesson is designed 
to be run many times without becoming boring, yet the unique thing 
about the Music Tutorial is the easy way a PARENT or TEACHER can 
add to or modify the quizzes. Includes STUDENT guide, TEACHER 
GUIDE, and QUIZ MASTER instructions. Here are but a few of the 
topics covered: Note counting. Measure practice, Key signature. 
Sample Beethoven quiz, Note recognition. Keyboard recognition, and 
FUN! 32K Tape or Disk. $39.95 

SPACE GAMES — Our family is being attacked by ALIENS, and only 
you can save us. A comic book manual will guide you through three 
games that test your ability in space skills. Includes ALIENS, SUR- 
VIVE, and ROBOT ATTACK, and is for all ages. The first two games re- 
quire 16K for Tape. The last game and all Disk users need 32K. $24.95 

MINI-DATABASE/DIALER - Stores and edits up to 8 lines of infor- 
mation such as names and addresses, phone numbers, messages, 
inventories, or anything you want. It has the usual sort, search, and 
print options, but it also has an unusual feature: If your file includes 
phone numbers and your phone company allows touch-tone phone 
signals, the program will DIAL THE PHONE NUMBER FOR YOU! 16K 
Tape or 24K Disk. $24.95 



INSTEDIT- By Sidney Leemon, 
the ATARI'S ability to redifine thf 
shapes like monsters, space si 
showed you how to do your owi 
eluded a small editor to help. INS 
an excellent manual to make cust 
catalog calls this "the bestcharac 
even edit Player Missile shapes. 

MARATHON — This is a unique m 
are in a race to move your runnei 
four levels of play with five mode 
uses joysticks for all input, so pli 
wonderful learning tool is ifBporte 
pleasure. Your kids will never ever 
TIONAL program. 16KTapeor2^ 

THE GRAPHICS MACHINE -All 
pensive graphics computers usin 
circle, polygon, fill and savescreer 
can save on disk in only five seco 
Only. 



Diggerbonk! contains 
the following ingre- 
dients: Orange 
Whirlers. Pulsing 
Greenies, Twinklers, 
Bombs, Fog, Purple 
Gurples, Yellow 
Blinkers, Aqua 
Chasers (watch out), 
and of course the 
PANIC BUTTON. 



Prototype the Robot needs the 
help of your child, 4 or older. His 
busy day includes catching nfiar- 
shmaNows being dropped by 
friendly Aliens, Coloring pic- 
tures, and Playing tunes on his 
piano. $24.95 





GUESS WHaY^ 
OINNER ? 



For those of you who always 

wanted a pet snake, this game 
is for you. What do you feed 
a guest like this? An ample 
supply of insects, of course, 
but be aware that snakes often 
wind up biting themselves or 
getting electrocuted on their 
cage walls if not properly 
trained. Difficulty levels for all 
ages. $24.95. 



ONLY $29.95 



Diggerbonk! is the first arcade style game with a continuously scroll- 
ing maze that never repeats. You must guide your Digger upward before 
it goes off the bottom of your screen. There are, however, a few pro- 
blems you must BONK! along the way (see ingredients). To add to 
the complication, you need to BONK! the creatures In a specific order. 
Playable by all ages, but be prepared to end up with a NEGATIVE 
SCORE. 




PROGRAM 
EXCHANGE 

EDUCATIONAL SOFTVMARE inc. 



AVAILABLE FROM DEALERS WORLDWIDE. 

WRITE FOR A CATALOG OR CALL FOR ORDERING INFORIiATiGN 

VISA/MC/COD: (800) 692-9520 OR (408) 476-4901 
4565 Cherryvale Ave., Soquel, Ca. 95073 



Do you like to challenge your 
mental powers? Try to solve this 
color matching puzzle in less 
than 11 moves. Play it against 
the computer or a human. Easy 
you say? SURE $16.95 



BAKER STREET BYTES 

— MEMORY MOVER ~ 
AND SCREEN SAVE 

b«j RichiN'd 6i2!jngki 

MEMORY MOVER was written to demonstrate 
the use of BASIC strings to move massive 
amounts of memory at machine language speed* 
Advanced BASIC programmers will find these 
routines helpful to move player-tnissile graphics 
or other data to new locations quickly* Less 
advanced programmers may use this program to 
design » save and recall game-board screens and 
everyone will find this a fun way to doodle on 
the screen and get some useful insight on how 
strings are managed in Atari Basic* 

This program works on either disk or 
cassette based systems with 24k or more 
memories* It can be condensed to fit into 16k 
machines by removing all of the REM statements » 
replacing the constants with variables^ and using 
multiple statement lines* A nice feature is the 
use of a string that has been DIMed to 1 to 
handle over 4k of memory* This is done by 
modifying the variable value table after BASIC 
has performed its space allotment* I used 
modified strings to move data around in memory 
and not pay a penalty in DIMed string overhead* 
Now on to the program* 

It is important in this program that SCREEN* 
is the first variable on the variable tables* 
After you have typed in the program, LIST it to 
disk or cassette and then re-ENTER it* This will 
dean up the variable tables and put SCREEN* in 
the first position and easy to find in the 
variable value table* 

Lines 50 to 220 are the drawing routine* 
Lines 50 to 110 set up the screen and provide 
instructions for the programr user* In lines 120 
through 160# I use subscripted variables to help 
change the X and Y locations of the cursor* That 
eliminates a lot of IF-THEN statements and 
leaves only those needed to check for the edge 
of the screen* If you modify this program for 
other graphics modes# don't forget to change the 
maximum X and Y values* Lines 170 through 210 
are used to detect the end of the drawing 
routine^ change color» and provide erasing of 
lines already drawn* You might wish to add lines 
to change the color, luminosity, etc* Don't forget 
to add routines to re-insert those changes after 
you bring the screen back from storage* Line 220 
puts the dots on the screen and loops back* 



The flashing routine in lines 250-360 is a 
graphic way to demonstrate the memory mover 
technique* Line 250 through 310 provide 
instructions and reset the graphics mode* After 
a GRAPHICS command, it is necessary to 
reposition SCREEN* to overlay the new screen 
position* This must be done before you use this 
string after a GRAPHICS command even if you 
stayed in the same mode* Lines 320 and 330 look 
for a signal to end the routine or to change 
strings* 

Lines 340 and 350 do the real work by making 
SCREEN* equal to one of the holding tank 
strings* Instead of moving the screen data 
pointer, I moved all of the screen data, including 
the display list* As a program routine, this is 
not efficient but it is a graphic way of 
demonstrating the memory mover* When you run 
the programt you will see that you can swap 4200 
bytes of memory fast enough to superimpose two 
images on the screen at apparently the same 
time* If you can do it that fast for screen data, 
you can do it that fast for other data* Line 360 
loops you back for more exchanges* 

Lines 370 though 510 initalize the program* 
SIZE sets both holding strings to the correct 
DIMension for GRAPHICS 7* Room has been 
allowed for both the display list and screen 
data* If you modify this program for other 
graphics modes, don't forget to change the pokes 
on line 1060-1070, 1100-1110 and 1360 to 
conform to the new graphics mode memory 
requirements* Line 430 loads a machine language 
input/output routine into a string call CIO** 
Lines 450 and 460 load the subscripted variables 
used to read the joystick* Lines 490 to 510 
remove all data from the holding tank strings 
SHOLDl* and SH0LD2* and open them up to 
their DIMed length* If these strings are not 
opened up, SCREEN* might send or receive only 
one byte of data* The string cleaning was thrown 
in just to show you a fast way of doing it* 

Lines 520-610 were added so you could 
bringing back a screen that you had previously 
stored without going through the drawing 
routine* 

Lines 620-740 send the program through two 
draw and save cycles* The variable T stands for 
test* This was added to show you that the text 
data is also being moved* Screen data addresses 
change each time a GRAPHICS command is used* 
SCREEN* must be repositioned to conform to the 
changed data address* This is done by the 
GOSUB 940* The variables OPl and 0P2 stand 



for Operationt OPl is used to open an I/O 
control block for input or output operations* 0P2 
does the same for a CIO location called on by the 
machine language routine* These variables and 
WORD$ saved writing different routines for 
input and output* 

Line 750 sends the program to the flashing 
routine and lines 760-870 call for screen data to 
be brought in from outside storage and flashed 
on the screen in the flashing routine* 880 ends 
the program when you are finished experimenting 
and 890-920 contain the DATA needed for the 
CIO* string machine language routine and the 
joystick readers* 

The heart of this program is in lines 
930-1140* BASIC addresses strings and 
subscripted variables by their offset from the 
start of the array table instead of their 
absolute address in memory* To modify a string's 
addresst you must Arst find out where the array 
table is* Next, since the strings offset address, 
current size and DIMensioned size is kept in the 
variable value tables you must find the value 
table and the string's position in it* By naming 
SCREEN* first in the programt SCREEN* has the 
first position on all of the variable tables* The 
second named variable has the second position 
and so fourth* 

In the variable value table, byte zero and one 
tell what kind of variable it is and what number 
variable it is* In string and array variables, byte 
two and three tell its offset from the start of 
the array table* In string variables^ Byte four 
and five tell how long it is at a given moment in 
the program and byte six and seven tell how long 
it has been DIMensioned to* 

I documented this section with wordy 
variable names and lots of REM statements for 
easy future refferance* Each string variable 
repeats this pattern* If you need more than one 
string mover for future programs# DIM it second 
(etc*) in the program* That way it will be easy to 
find on the value table* 

Lines 1150 to 1390 are the input/output 
section* A TRAP statement on line 1 170 protects 
the program from crashing through careless 
naming of disk files* Lines 1180-1260 get the 
proper I/O device and a file name if necessary* 
Line 1270 first closes a file that may have been 
left open due to error then* Then it OPENs I/O 
control block one with the code controlled by 
OPl and the appropriate name carried by 
DISKN** Lines 1280 sets the correct GRAPHICS 
mode and insures that string SCREEN* overlays 



the screen data area* If their is an output 

operation, line 1290 puts the information to be 
transmitted on the screen* Line 1310 tells CIO 
(Central Input/Output» a part of the operating 
system) what kind of I/O operation will be 
handled* Lines 1340 tell CIO where to start 
taking its data* Line 1360 tell how many bytes of 
data to take and line 1370 call the CIO to action 
via a short machine language routine* The 16 
tells CIO that control block one is being used* 
Line 1380 CLOSEs the control block and removes 
the trap so that any other errors in the program 
can be detected and referanced* If there is an 
error in I/O operations, the error is TRAPed to 
lines 1400-1410 which allow you to recover by 
finding out what is wrong and correcting it 
without loosing the screen you have drawn* 

I hope you enjoy this program as much as I 

have enjoyed writing it for you* Your comments 
would be greatly appreciated* Write Richard 
Gizynskit 519 N* Bakery Clawsmt MI 48017* 




10 REM MEMORY MOVER AND SCREEN SAVER 

20 REM BY RICHARD GIZYNSKI 

30 DIM SCREEN«(l)!GOTO 370 

40 REM SCREEN DRAWING ROUTINE 

50 GRAPHICS 7:C1=1 

60 ? "TEST ";T}" JOYSTICK DRAWS LINE" 

70 ? "FIRE BUTTON ERASES DRAWING" 

80 ? "SELECT CHANGES COLOR" 

90 ? "START BUTTON SAVES DRAWING"? 

100 X=50}Y=50JPLOT X,Y 

110 COLOR C:S=STICK(0) 

120 X=X+JOYX(S){Y=Y+JOYY(S) 

130 IF X<0 THEN X=0 

140 IF X>159 THEN X=159 

150 IF Y<0 THEN Y=0 

160 IF Y>79 THEN Y=79 

170 POKE BUTTONtSJIF PEEK(BUTT0N)=6 

THEN RETURN 

180 IF PEEK(BUTT0N)=5 THEN C1=C1+1:F0R 

1=1 TO 4o:next I 

190 IF Cl>3 then Ci'i 

200 IF STRIG(0)=1 THEN C=C1 

210 IF STRIG(0)=0 THEN C=0 

220 PLOT X,YJGOTO 110 

230 REM FLASHING ROUTINE 

240 GRAPHICS 0 

250 ? "READY FOR FLASHING ROUTINE" 
260 ? "THIS ROUTINE MOVES 4,192 BYTES OF" 
270 ? "MEMORY AS FAST AS YOU CAN PRESS 
THE" 

280 ? "FIRE BUTTON. WHEN YOU ARE DONE" 
290 ? "EXPERIMENTING, PRESS THE START 
BUTTON" 

300 ? 5? "PRESS RETURN TO START 

ROUTINE" JINPUT ANSWER* 

310 GRAPHICS 7:G0SUB 930 

320 POKE BUTTON,8:iF PEEK(BUTT0N)=6 

THEN RETURN 

330 S»STRIG<0) 

340 IF S=0 THEN SCREEN*=SHOLD2t 

350 IF S=l THEN SCREEN*=SH0LD1* 

360 GOTO 320 

370 REM INITIALKATION 

380 SIZE=4 1 92 J V256=256:BUTT0N=53279 

390 DIM SH0LD1«(SIZ£),SH0LD2$(SIZE} 

400 DIM 

J0YX(15),J0YY(15),DISKN*(15),FILENAME*(12) 
410 DIM C$(1),ANSWER«<1),CIO*(7),WORD»(10).' 
C««CHR«W) 

420 REM BUILD CIO STRING 
430 FOR 1=1 TO 7iREAD 
SX:iO«(I,I)«CHR»<S)tNEXT I 
440 REM LOAD JOYSTICK DATA 
450 FOR I»l TO 15!READ S!J0YX(I)-S 



460 READ S:J0YY(I)=SJNEXT I 

470 GOSUB 930IREM MODIFY STRING SCREEN 

480 REM OPEN UP CLEANED STRINGS 

490 SHOLDl*=C*:SHOLDl*(SIZE)=C* 

500 SH0LDl$(2»SIZE)sSH0LDl$ 

510 SHOLD2*«SHOLDl« 

520 REM CHOOSE FUNCTION 

530 GRAPHICS 0 

540 ? r? "DO YOU WANT TO DRAW PICTURES 

OR BRING" 

550 ? "BACK THOSE YOU HAVE DRAWN?" 

560 ? {? "TYPE D FOR DRAW" 

570 ? " B FOR BRING BACK"}? 

580 ? "THEN TYPE RETURN"}? 

590 INPUT ANSWER* 

600 IF ANSWER*="B" THEN 810 

610 IF ANSWER*0"D" THEN 530 

620 DRAW 2 PICTVWHES AND SAVE EACH 

630 REM DRAWING 1 

640Tsl}GOSUB50 

650 GOSUB 940 

660 SHOLD2*=SCREEN*:SHOLD 1 *=SHOLD2* 

670OPl=8JOP2=ll 

680 WORD*="SAVE TO" 

690 GOSUB 1160 

700 REM DRAWING 2 

710 T=2JGOSUB 50 

720 GOSUB 940 

730 SH0LD1*»SCREEN* 

740 GOSUB 1160 

750 GOSUB 230JREM FLASHING TEST 

760 GRAPHICS 0!? 

770 ? "ALL SCREEN DATA HILL BE 

OVERWRITTEN" 

780 ? "BY DATA THAT WILL BE BROUGHT 
BACK" 

790 ? "FROM THE STORAGE MEDIA" 

800 FOR 1=1 TO 500INEXT I 

810 WORD««'^RING FROM" 

820 OPl=4JOP2=7 

830 GOSUB 1160 

840 SHC».D2«-9CI1EEN« 

850 GOSUB 1160 

860 SHOLDl«»SCREEN* 

870 GOSUB 230 

880 GRAPHICS OJ? "THIS COMPLETES THE 
TEST"{END 

890 DATA 104,104,104,170,76,86»228 

900 DATA 0,0,0,0,0,0,0,0,1,1 

910 DATA l,-l,l»0A0,-l,lrl»-l 

920 DATA -1, 0,0,0,0, 1,0»-1,0,0 

930 REM MODIFY ADDRESS OF SCREEN* 

940 DISPLAYLIST=PEEK(560)+ 

V256')^PEEK (56 1 ) 

950 VARIABLETABLE=PEEK(134)+V256» 
PEEK(135) 



960 ARRAYTABLE>PEEK<i40H-V256«PE£K(141) 

970 OFFSET=DISPLAYLIST-ARRAYTABLE 

980 HI=INT(OFFSET/V256) 

990 LOOFFSET-V256»HI 

1000 REM LOW & HI BYTE OF NEW ADDRESS 

1010 REM OF STRING SCREENS 

1020 POKE VARIABLETABLE-^2,L0 

1030 POKE VARIABLETABLE+3,HI 

1040 REM LOW & HZ BYTE OF NEW CURRENT 

1090 REM SHE OF STRING SCREENS 

1060 POKE V ARI ABLET ABLE+4, 100 

1070 POKE VARIABLETABLE+5,16 

1080 REM LOW & HI BYTE OF NEW DIMED 

1090 REM SIZE OF STRING SCREEN$ 

1100 POKE VARIABLETABL£+6»100 

1 1 10 POKE VARIABLETABLE-^7,32 

1 120 SCR£ENHI=INT(ADR(SCREEN$)/V256) 

1130 

SCREENLO>ADR(SCREEN«)-SCREENHI*V256 

1140 RETURN 

1150 REM NAMING THE OUTPUT FILE 
1160 GRAPHICS 0 

1170 TRAP 1400 

1180 ? J? "DO YOU WISH TO "{WORD* 

1190 ? "DISK OR CASSETTE CD/C]?"{? 

1200 ? "TYPE D FOR DISK OR C FOR 

CASSETTE"; 

1210 INPUT ANSWER* 

1220 IF ANSWER*="C" THEN 

DISKN*="C:"iGOTO 1270 

1230 IF ANSWER*0"D" THEN GOTO 1160 

1240 ? {? "TYPE IN THE FILENAME AND 

PRESS RETURN" 

1250 INPUT FILENAME* 

1 260 DISKN*="D:" JDISKN*(3)=FILENAME* 

1270 CLOSE *i:OPEN *1,OP1>0,DISKN* 

1280 GRAPHICS 7JGOSUB 940 

1290 IF OPl=8 THEN SCREEN*=SH0LD1* 

1300 REM SET UP lOCB 

1310 POKE 850,OP2 

1320 REM LOW BYTE AND HI BYTE OF 

1330 REM WHERE TO START MOVING DATA 

1340 POKE 852,SCREENLO!POKE 853»SCREENHI 

1350 REM LOW & HI BYTE OF HOW MANY 

BYTES TO MOVE 

1360 POKE 856»100JPOKE 857,16 

1370 X=USR(ADR(CIO*),16) 

1380 CLOSE *1!TRAP 50000 

1390 FOR 1=1 TO 200:NEXT IJRETURN 

1400 ? J? "YOU HAVE MADE AN ERROR" 

1410 ? r? "PLEASE TRY AGAINJGOTO 1160" 



It ssems that our December telecommunications 
issue was popular enough to create a rush on 
modems in the local stores last month* Why not 
get the most out of your new piece of gear by 
joining MACE's new TELE/SIG? Learn how to 
effectively use MACE terminal, AMODEM 4.2, 
JONESTERM, local bulletin boards, 
Compuserve SIG/ATARI and Atari to Atari file 
transfer. For meeting info, leave a message at 
399-6964 during human hours* Looking forward 
to seeing you there! 



.'■ ''. *V. &%?.^ft 4v'jp; -rU-J 




Of special interest to Atari modem owners is 
the extensive Atari SIG (special interest group) 
in the computer club area of Compuserve^ which 
may be reached by typing "G PCS~132" from the 
Compuserve main menu* SIG/ATARI features a 
large electronic message board, an on-line 
conference area where you can converse via 
keyboard with other Atari users all over the 
country and an area called ACCESS which 
contains public domain programs for the Atari* 



DRAOOlSt^e EYE 

Automated Simulations 
(ink Basic Disk) 

Review 
By Stephen E« Simon 



Dragon's Eye is a fantasy^ role playing^ 
graphic adventure game from Epyx/Automated 
SimulationSf For those of you unfamiliar with 
Epyx's games of this genret one finds himself in 
a strange land * usually on a quest of some sort 
- in this case the recovery of the magical 
"Dragon's Eye"f The Evil Necromancer has 
threatened to turn the Seven Provinces^ ruled by 
the enlightened Good Magacian^ into the 
Deserted Lands» using the power of the "£ye"f 
You are the Good Mage's champion ^ and your 
task is to find the Dragon's Eye» and return it to 
Pel City within 21 days* The task is made all 
the more formidable by tHe presence of various 
monsters^ which roam the Seven Provincest on a 
random basis* 

After booting upt you are asked to input the 
name of your alter-ego* Upon doing so# you are 
asked to choose a Coat of ArmSf from 21 various 
choices* After this^ you are given a choice of 
swordst ranging from the Great Swordi Short 
Sword f Thrusting Swords and Scimitar* Once you 
have finished inputting the above information* 
you find yourself looking at a detailed map* of 
the Seven Provinces* The map not only shows 
your current location, but gives vital 
information* as to the elapsed time since you 
started* your strength* health* auradmportant 
for casting magic spells)* power(also important 
in spell casting)* weather* and type of 
movementdmportant in evading some of the 
nastier inhabitants of each province)* 

All command is by keyboard entry* which is 
not as bad as it seems* A "cheat" card is 
provided with the various commands* Commands 
are divided up into two groups- movement and 
battle* Although alittle confusing at first* even 
the novice adventurer should be able to move 
anywhere he chooses* or hold his own in battle* 
after about 10 minutes of play* Also included in 
the movement commands* are commands for 
resting(helpful when tired or injured)* spell 
casting* and use of various vial5(imbibed to 
restore ones health or strength* when wounded 
or tired)* 



It is in the battle sequences that this game 
really shines* Suppose you are wandering around 
the provinces* and come across a monster* You 
are given the option of running away(which is not 
always possible)* or fighting* Should you opt to 
do battle with the monster* you are given a new 
screen depicting your character* as well as the 
monster* At this point* you are also updated on 
the top of the screen as to « the numbers of 
arrows* ms^ic bolts* and vials in your possesion* | 
as well as the monster type being encountered* 
and its condition* The bottom of the screen * 
shows your current battle command* direction of 
movement* and current status of strength* 
health* and aura* Once in battle your little 
figure responds to your input with very detailed* 
life-like* animated movements* I have a friend 
who was a fencer in college* who was impressed 
with the realism of the swordftghting sequences* 
In addition to thi5*the monsters actually fight 
back* Dragons bite* Golems smash you with their 
clubs etc* 

Those who are lucky enough to survive battle* 
often find hidden treasures* which may aid them 
in their quest* Even those who perish in battle* 
have a chance that the Good Magician may find 
them* and restore them to life* albeit at a 
reduction in strength* health* and aura* 

The game is played in simulated time* with 
the 21 days elapsing in about 45-60 minutes* for 
those fortunate enough to live that long* 
Although designed as a single person game* it is 
passible to play it on a collaborative basis* with 
one or more friends* I often play and my four 
year old son calls out the battle commands*" 
Shoot the dragon with an arrow daddy!" 
Together we have amassed enough treasure* and 
have killed anough monsters* to be rated as 
"Very Good" players* We have yet to find the 
Dragons Eye* though* 

Because of the way the game is programmed^ 
it will be different each time you play it* You 
will not find the same monsters* treasures* or 
the Dragon's Eye in the same place* as the last 
time you played* Due to the relatively short 
timespan of the game* it cannot be saved in 
progress* and returned to at a later date* All in 
all* I would say that EPYX has a winner* Now if 
you'll excuse me* there's a Dragon in the Lofty 
Mountains that I've got an old score to settle 
with ****** 



How WELL WOULD THE SPACE 
SHUTTLE FLY, IF THE ONBOARD 

COMPUTERS WERE SUBJECTED TO 
TINV BITS Of DUST, DIRT ^ GREASE 

DAY AFTER DAY? 
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100 % WORKMANSHIP WARRANTY 



A TelecxNTNTHjnications Program 

for Atari Home Computers 
equipped with modem» disk drive» 
and Atari 850 Interfaos 

by Jim Steinbrecher 

[Editor's note? I would like to personally apologize for 
running what sone astute readers recognized as the last 
half of the AKIS bulletin board softiiare under this title 
in the Deceaber issue* Your editor violated a cardinal 
rule* RIM it before you print it* I can only attribute 
this nonunenial goof to an inordinatt lack of sleep and 
indefensible innattentiveness* What follows is indeed the 
AHODEK 1*2 terminal progran* The one sector AUTORUN*SYS 
file that cones on the DOS 2*1 fiaiter diAetit nusi be on 
the disk that you use to boot into BASIC* Hake sure that 
you power the 850 interface on BEFORE turning on your 
console unit's power* Du« to the spaet limitations 
inposed by this reprint^ the article on Download and 
Upload will be in the February issue* Again» ny sincere 
apologies*] 



It REK Ma)Em*BAS{VER 1*2} 11-21-82 

20 GOTO 10000 

1000 IMP lOOOiGOSUB 13001:? :? " OPTION = TOGGLE NEHORY 

1018 ? " SELECT = (AH]RT,B,C,D,M,P,R,S,T,U)" 

1020 ? " STMiT - ST/AT TRANSMISSION" 

1031 SETCOLOR 2,7,2!C$^Mtl(9RFLAG)!F SRFLAG«2ER0 THEN 

C$='' "{FILE$=Ci 

IM* ? »{" FILE = "}FILE*{? 

1042 F NOT TRN THEN ? "m ASCH"} 

lOtJ IF TRN THEN ? "xn AT/«I"} 

iM6 ? " TERHDM. NODE m" 

IIM M)0R>(lGR(M)ft(IOI),M)DR,LEN<BUFF*)4«DR-l) 

1055 C=PEEK{706):F C=8 THEN PUT #M00EM,19{? "«« BUFFER 

FULL iii".*GOTO 1700 

1200 F C=6 THEN 5000 

1210 F C=5 THEN 6000 

1220 F C03 OR SRFLAG067 TTCN GOTO TERN 

1230 mtNE^miHmEifas. 7m,ii6me:? :? "capiwe 

1210 F THEN SETCOLOR 2|0,2:? "ON "} 
1250 F NOT NSAUE TMEN SETCOLOR 2»7i2i? "OFF 
12A0 ? ADOR-eUFFJ" BYTES" 
1270 F PEEK(C0N)=3 THEN 1270 
1280 GOTO TERM 

1500 ? t? "Bt NEM CAPTURE FILE m" 

1510 ? "in SELECT D MILL SAVE H'.ta" 

1520 ADDR=BUFF.'GOSUB 13000 

1530 SETCOLOR 2,0,2!POKE 766,1 

1540 HSAVE=1!P0KE 701»NSAVE:GOTO TERN 

1700 ? iCLOSE WODENiF AOOR<=BUFF TMEN ? "m BUFFER IS 

EifTY aa"!GOTO 1760 

1710 WF 1760:? "XKX SAVING NEHORY m" 



1720 OPEN #FILE,8,ZER0,FILEf 
1730 OBJ^liF TRN TfEN OBJ=0 

1710 POKE 1536»0BJ 

1750 C=USR(1610»6UF,ADDR) 

1760 HSAVE=ZERO:POKE 7ei,HSA^:MX)R>«UFF:L(^"' 

1790 SRFLiffieZEROiGOTO MENU 

2000 TRAN=32:G0SUB I0:A#MK!P0KE 7664 

2010 SETCOLOR 2»4,2!6L0CK=ZER0 

2020 ? }? "m RECEMNC "{FILEiJ" m" 

2300 POKE 77,ZER0JF0R TRY=HON TO ERRTRY-HDN 

2310 ? {? "m GETTING SECTOR "}ELflCK+NQNr/";TRY;" 

2315 TF PEEK(C0N)»5 THEN <KAN 

2320 PUT «hodeh»a:a=ack 

2330 GET *N00EH,SH.'SUH=SH:F SH=E0T OR SH=CM( TI£N 2380 

2310 GET «NOi)EH,C!SUH=«UHtCiGET 0N0DOf,CtSUN»SUK«C 

2350 ADDR=SL0CKI128+BUFFJF0R BLK=fl TO 127JGET 

«HOOEH,C:PaKE ADDR4BLK»Ci? CH»(C);:SUK=Stlf»Ct>CXT BLK 

2360 GET *HaOOf,C:SUH^(CHR»<SUH))iF C^SUN THEN 2380 

2370 A#(AK:F0R C»M0N to lOOSiCXT C:G0T0 2390 

2380 TRY=ERRTRY 

2390 NEXT TRYiBLOCK^BLOGKn 

2500 F SH^OT AM) A=ACK T}£N 2800 

2510 F SIKAN OR AOACK TiCN 2900 

2530 GOTO 23N 

2800 PUT «N00Of,ACK:? H "m SAVING FILE III":TRAP 2860 

2805 C=PEEK(«»R+127) 

2810 FOR iFtmtC TO M»R+127!F PEEK(A)OC TIEN 0^128 

2812 NEXT A!M}DR=AODR+CiaOSE ONOOEH 

2820 flBJ:'2ER0:A=PEEK(BllT):F A>2ER0 MO A<255 T»£N 

2825 A=ZER0:F FILE$(1,1)="C" AM) OeJ=ZERO THEN A=128 
2830 F TRN THEN OBJ^ZERO 

2810 POC 1536,iBJIPiKE 195,NDN!? "m ";ADDR-BIFFr 

BYTES" 

2850 OPEN IFILE>8W^,Fa£»iC=USR(1610,BUFF,AD()R) 
2860 GOTO 2990 

2900 ? J? "not \Sm£ TO RECEM FILE"JA=»W< 
2910 PUT mUXHtCtH 

2990 srfu«szero:gotd new 

3000 TRAN=32:G0SUB IO:POKE 766,1 

3010 SETCOLOR 2,hon>2:block»zero:byte»bytes 

3020 ? !? "nx SEM)ING "{FllEir m" 

3300 POKE 77,ZERO}F0R TRY=WON TO ERRTRY 

3310 ? :? "xxK sEM)iNG SECTOR ^Buxmmt'rimt" m" 

3321 PUT ONDBEMfSiMiSUWERO 

3330 PUT «N0DEM,BL0CK-HI0N 
3310 PUT «H0OEH,251-6LOCK 
3350 MIIIR4ljOCKX12B4«UFFtFflR BLK>0 TO 

i27:c=peek(ador4Blk):put inodeh,c:? 
cii»(C);:suH=suH+c:iEXT blk 

3360 8UNqASC(CNR*<8UH)):PUr ON0OEM,SUN 

3370 GET tH0OEN,A!F A=CAN OR PEEK(CQN)=S THEN 3900 
3380 F AOACK T)£N 3100 
3390 TRY^RRTRY 

3100 >EXT try:block=6lock+i 

3500 F AOACK THEN 3900 

3510 BY1E:«YTE-128!F BYTDZERO THEN 3300 

3800 PUT tHOOEH,EOT:PUT tH0D£H,ZERO 



3818 ? !? "HI TRMSFER CONPLETE^xu" 
3828 GOTO 39?8 

3900 ? ;? "m UNABLE TO SEND FEE mj' 

3916 PUT msoEhtm 

3??8 GOTOHENU 

1000 ? :cLOSE mxxH 

1010 FOR CM9 TO S2 

1828 H=f1iV,*,f",LU2t2)<m(C) 

1030 TRAP 1060:QPEN tFILE,6,ZER0»L$:? litmP 1050 

1018 BPUT «FILE;L$i? UiGOTO 1018 

1858 PfONT 

1060 TRAP- 1065:aOSE #FILE 
18^ IF DR=MQN THEN 1888 
1878 NEXT C 

1080 DR=ZERO}L$=""JGOTO MENU 

1588 POS 7^,HQN:SETGaUK 2»2»2i? .*? "nx UPUMDINC 

"}FILE8r ««" 

1510 FOR I=eUF TO BUF+6YTES-129+6YTE 

^ PUT lta)EN,PEEK(I):iF PEEK(CON)^ THEN ? 2? "ux 

ABORTED nr.GOTO 4958 

1530 STATUS «H0DEH,C!BLK=PEEK(717):F BLK THEN FOR k=m 

TO blk:get «hodeh»c:? chr8(C};!>ext a 

1510 NEXT I 

1550 FOR 1=1 TO 1005NEXT I 

1560 STATUS IHOOOftCiF PEiK(717) TI£N GET iHQOEH»Ci? 

DM(C);:Gon) i568 

1570 ? :? "m mJOOD COMPLETE m"{GOTO MENU 

5888 IF SRFLACs67 TMEN 1580 

5810 F SRFLAG=82 TMEN 2888 

5020 F SRFL^£=83 THEN 3000 

5838 F SRFLAG=85 THEN 1588 

5818 ? !? "nx HUST SELECT FIRST! xxi" 

5050 IF PEEK(C0N)O7 TJCN 5010 

5868 GOTO TERN 

6000 ? :? " BAUD, CAPIIRE* OUW>, MENU OR 1-1,":? " 

DUPLEX, RECEIVE, SEND,"?? " TRANSLATION, UPLOAD ?",' 

6818 CLOSE fMODENiGET #KEY,C:C<»CHR«C) :? 08 

6012 F C$="B" TfCN 9900 

6015 F C$="C" THEN 7000 

6828 F C$="0" THEN 1788 

6025 F Ci="U" THEN 8000 

6030 IF Ci="H" THEN 1000 

6835 F C$s"R" THEN 7808 

6810 F C$="S" THEN 8000 

6015 F C$="T" THEN TRI*=32-TRN:F SRFIAOB2 THEN 
SRFLAG^ZERO 

6050 F C$=T" THEM PLXi«HlXtPOC 785,PLX 

6055 DR=0;F C>18 and C<53 THEN DR4«]NiG0T0 1020 
6060 GOTO MENU 

7880 SRFLi«s2ER0;NSM€«2ER0!? !? "xn RECEM FILESPEC 

7010 INPUT Lf :F L$="" THEW 7890 

7015 TRAP 7888JF Lt(2»2)0"{" TfCN F L$(3,3)0"J" THEN 

? "SPECIFY 1}EVICE>"!G0T0 7808 

7020 FILE$=L$:iF L$<1,1)0"D" THEN 7080 

7030 TRAP 7888iaPEN 8FILE»1,ZER0,FI1£$ 

7818 ? I? "XXX H(H/E FILE "{FILE! 

7050 ? "in TYPE (Y) TO Sm. "{FILE$}" "{ 

7060 GET IKEY,Ai? CHRf(A}:F A089 TIEN L$=""iGOTO 7098 



7878 CLOSE 8FILE:XI0 36,«FILE,ZER0,2ER0,FILE$:XI0 
33»iFILE,ZER0,ZER0,FILE8 
7888 SRFli^iMX)R=HJFF 
7890 TRAP 18888iGOTO iENi 

8888 SRFLAG^ZERO!? i? "xxx SEM) F1118PGC "JiBPUT L8!F 

L$="" THDI 8090 

8005 TRAP 8008:F L$(2,2}0"r' TIEN F L8(3»3)0":" THEN 

? "SPECIFY OEVICE!":GOTO 8888 

8010 A=ZER05F Lf(l,2)="CJ" THEN A=128 

8811 SRFlitt^:? "xxx LOMONC INTO BUFFER xxx":flBJ=8 

8815 M»R4UFFrTRAP 888l{FIL£$>L8:aPEN inLE,1,A,FIL£$ 

8020 F TRN THEN 8050 

8030 GET *FIL£,AiPOKE AOOR»A:ADOR:^y»Rfl!F A>ZERO AM) 
A<ZS5 THEN OB.^1 

8050 POKE 1536,aBJ 

8868 C4)SR(1537,M»R):BYTESC-BUFFiBYTE-((BYTES/i28) 
-INr(SYTES/128))xl28 

8065 F PEEK(195}0136 Tt£N ? "xxx ERROR ";PEEK(19S):G0T0 
8885 

8878 FOR A^c TO c*i27-eyTEtpac a,byte: 

fCXT AJC=AJBYTES=C-HJFFJG0T0 8890 

8888 ? Ctfl$(253)rxxx FILE NOT FOUND xxi" 

8885 SffUH^imtlt^' 

8090 TRAP lOOOOSGOTO HENU 

9888 TRH=32-TRH 

9818 GOSUB lOiGOTO lENU 

9980 BAUD=eMIHi:F BAUDMO THEN BAUD=8 

9910 F BAUD<18 TIEN ? 388x(BAUD-7) J 

9928 F BMJDS18 THEN ? 1288; 

9930 ? " BAUD"JGOT0 HENU 

10888 C^(8>-188:0IH BUFFI(C),I08(178): 

BUFF^<BUFF8) :MX)R4UFF 

10005 zero=o:hon=i}soh=i:eot=i:ack=6 
10018 bel»7:bs=8:lfs18:vt=ii:cr»13 

18828 NM('^!CMN21:EOF:!26:EOL-ZERO 

10030 KEY=1:FILE=2:PTR=3JND0EM=1 

18818 m C$(l)*FILE8<15)»U(138) 

18850 HENU»1000:TERH=1050!PLX»8 

10060 ERRTRY=10:CON==53279!IO=1108e 

18878 OPEN #KEY»1»2ER0»"Ki" 

10080 BAUD=8:GRAPH[CS ZERO!? 

10120 no 31,#HG0EM,192,ZER0,"R1}" 

10138 XIO 36,8N0DEM,GMI>,ZER0»"R1:" 

18180 BUFFf(l)=" ":BUFF8(C)=" " 

10190 BUFF$(2,LEN(BUFi))=6tJFFS 

11886 ? " ATARI HOOEH VER. 1,2" 

11818 ? " COPYRIGHr(C) 1982 JDf 5TEIWRECHER" 

11020 ? " 37220 TRICIA DRIVE" 

11038 ? " STERLING HTS HI. 18077" 

11818 ? J? " BUFFER= 'iCf WfTES, "JIKT(G/128)r 

SECTORS":? 

11056 ?" KITH HARD CHUiSTENSEN'S XHOOEH" 
11868 ? " FILE TRANSFER PROTOCOL" 
11070 ? " FOR USE ON ASCn CP/H SYSTEMS" 
11080 ? :? " ATARI TO ATARI FILE TRANSFER" 
11098 ? " AM> SEIICTED ATARI SYSTEHS" 

12000 FOR c=i536 TO 1736:read A:paKE c,a:next c 

12010 FOR C=l TO 152:READ A:I0I(C)=C>I»(A}:NEXT c 



12020 POKE 704,HaWE:paKE 705,PLX 

12030 GOTO (EMU " 

13000 TRAP 13000:TRAN=TRN 

HOOO CLOSE «HODQi:CLOSE «PTR!CLOSE «FIL£ 

H005 m 36>«Haoef»BAUD»ZERO»"Rl."' 

H018 no 38,«H(Xe(JRM(,ZER0,"Ri:" 

H020 OPEN M)OE«,13,ZERO,"R15" 

14030 XIO 40,tHQOEM,ZERO,ZERO,'1U!" 

M040 POKE 712,TRNi1.15POKE 707,0JPOKE 766,ZER0 

HOSO TRAP 40000 {RETURN 

15000 DATA l,104»104»133»213,104,133,212,ltf,32»169t 

7,157,66,3,169,0,157,72,3 

15010 DATA 157,73,3,32,86,228,46,40,160,0,115,212, 
173,0,6,201,1,208 

15020 DATA 20,177,212,201,155,208,14,169,13,145,212, 

230,212,208,2,230,213,169,10,145 

15030 DATA 212,230,212,208,2,230,213,24,144,196,132, 

195,96,74,68,83 

15040 DATA 104,104,133,204,104,133,203,104,133,206, 

104,133,205,162,32,169,11,157,66,3 

15050 DATA 169,0,157,72,3,157,73,3,160,0,173,0,6,201, 

1,208,26,177,203,201 

15060 DATA 13,208,20,160,l,177,2«3,201,l«>2i8,12»16l> 

0,230,203,208,2,230,204,169 

15070 DATA 155,145,203,160,0,177,203,32,86,228,230,203, 

208,2,230,204,165,203,197,205 

15MI DATA 2M,li7)M5,2H,197,2l6,2a8,181,96 

15090 DATA 169,13,157,66,3,76,86,228,169,7,32,189,6, 

76,86,228 

15100 DATA 168,169,11,32,189,6,152,76,86,228,157,66, 

3,169,0,157,72,3,157,73,3,96 

16000 DATA 104,104,133,213,104,133,212,104,133,215, 

IM, 133,214 

16010 DATA 162,64,32,163,6,173,235,2,201,0,240,68,162, 
64,32,171,6 

16020 DATA 172,200,2,192,0,208,16,201,7,208,2,169,253, 
201 8»208f2f 169f 126 

16030 DATA 201,32,144,20,172,192,2,240,10,162,0,129, 

212,230,212,208,2,230,213,162,0,32,179,6 

16040 DATA 165,215,197,213,208,190,165,214,197,212, 

208,184,169,8,141,194,2,96 

16MI iMTA 240,176,173,2S2,2,201,2S5,240,41,16Z,U, 

32»171f 6^172^ 193f2^1?2 

16070 DATA 0»240,S»162»0»32tl79,6»172»200,2,192»0»208, 
12»2I1»2S3,208,2 

16080 DATA 16?,7,201426,208»2469,8»162»61»32»179» 

6tl73»31»208t201»7 

i6m DATA 16»i99411il91,2t96 

MACE PROGRAM LIBRARY 
NOW AVAILABLE BY MAIL! 

You asked for it! The public domain disk and cassette 
libraries are now available to MACE members via the 
U.S» Snail! First disk or cassette of order: $6#00 J 
each additional: $5«00» Price includes Ist class 
postage and packaging* For a catlogue of available 
volumes, send $1*00 to MACE, PO Box 2785, 
Southfield MI 48037, Attention Dept. MC(ca55ette) or 
MD(diskette)» Please include your membership 
number^ Allow up to four weeks for delivery. 



by Phil Heavin Secretary, SIGASM 



December Meeting 

Our December meeting was a little unusual in 
that we had no planned formal session for this 
meeting* For this reason our entire meeting 
was informal discussions* 

One topic of discussion was - How can 
SIGASM best serve the needs of its members 
and MACE? Several of our first meetings were 
beginners sessions which were well received* 
Repeating these sessions would be boring for 
the presenters and regular attendees* A 
continuing series of classes that build on each 
other would be very useful but* most members 
find it difficult to attend each meeting and 
missing even one would break the continuity* 
Finally* we could continue attempting to give a 
mix of both beginners and advanced topics in 
the same meeting* 

Another topic of discussion was possible 
projects for SIGASM* I am sure there will be 
further discussion on both topics in future 
meetings and your input would be appreciated* 

February's Meeting 

February's meeting will be Thursday, the 3rd 
at the home of David Brown in Detroit* You 
can contact Dave at 393-8787 or me at 
939-6213* The meeting will begin at 7:00 with 
socializing and free form discussion with the 
actual business portion starting at 7*30* We 
hope to see you there* 




DEAR MICRO CHIP CUSTOMERS, 

MICRO CHIP IS NOW OFFERING MEMBERSHIP TO TWO (2) CLUBS. THE FIRST 

CLUB "MICRO CLUB" GIVES TO ITS MEMBERS THE PRIVILEGE OF RENTING 
VIDEO GAME CARTRIDGES FROM MICRO CHIP'S COMPLETE LINE OF GAME 

CARTRIDGES FOR THE ATARI 2600; ATARI 5200; INTELLIVISION; COLECOVISION; 
AND VECTREX. 

THE SECOND CLUB "MICRO CLUB EXECUTIVE" WHICH OFFERS THE SAME 
PRIVILEGES AS "MICRO CLUB" BUT ALSO INCLUDES COMPUTER SOFTWARE 
(SOME TITLES EXCLUDED), FOR THE APPLE II; FRANKLIN; ATARI 400; ATARI 800 
AND OTHER SYSTEMS TO BE ADDED. IN ADDITION TO RENTAL PRIVILEGES, BOTH 
"CLUBS" OFFER SPECIAL PRICES TO ITS MEMBERS ON SELECTED MERCHANDISE. 
THIS ALONE WOULD BE WORTH THE PRICE OF THE MEMBERSHIP. 



THE FACTS LIFETIME 

MEMBERSHIP 

"MICRO CLUB" - VIDEO GAME CARTRIDGE ONLY $35.00 
"MICRO CLUB EXECUTIVE" - VIDEO & COMPUTER SOFTWARE $60.00 



VIDEO GAME CARTRIDGES - $1.00 PER DAY (2 DAY MIN.) 

MAXIMUM OF 5 TITLES PER RENTAL 

COMPUTER SOFTWARE 

GROUP "A" - $2.00 PER DAY (2 DAY MIN.) 

GROUP "B" - $3-00 PER DAY (2 DAY MIN.) 
MAXIMUM OF 5 TITLES PER RENTAL 

VECTREX RENTAL WITH 2 CARTRIDGES - $10.00 PER DAY (2 DAY MIN.) 



HOME COMPUTERS & CON'.PUTER GAMING 



MICRO CHIP INC. 

3628 Rochester rd. troy, mi 
Century Plaza Shopping Center 



BMP,,. 



Phone: (313) 524-1230 



Steve Tobias 



BASIC SLitir-outrines 
■For" Filenames 
by Phil Heavin 
The device independence that is an integral part of 
the ATARI operating system is a very powerful and 
useful feature that BASIC programmers do not 
usually utilize to its fullest extent. 

A user of a program that writes an ASCII type 
output file should have the flexability when he runs 
the program to direct its output to any device on his 
computer* This can be achieved very easily on the 
ATARI by simply prompting the user for a complete 
file string and using that string in the open 
statement* 

The above approach has two drawbacks* The first is 
that all users must understand the file naming 
conventions to give even the simplest response* 
Second* it would be nice if the majority of the time 
the user could get what he wants by typing just a 
RETURN. 

The following example program demonstrates the 

use of the subroutine GETFILE. Given the default 
file string* DEF$> it will prompt the user for his 
input* apply the default for each separate portion of 
the file specification and return the string FILE* 
which can be used in the OPEN statement* 
180 REH 



110 f£H I PROGRAM TO DEMONSTRATE i 
120 REH i PROMPTING POR A fUE iMME I 
130 REN I NHH DEFAULTS i 

146 REM 

200 DIM DEFi(16)tFILE$(16)*0EV$(3), 
DFDEV$(3) »NME$(8> ,0FNME$(8) ,EXT$(1) » 
DFEXT*(1),REST$(12) 
210 LET GETFIL£=20000 
220 FSS=20SOO 

250 REM 

260 REM I BODY OF PROGfiM< GOES HERE I 

270 REN 

300 DEF$="D{OUTFILE*DAT" 

310 GOSUB GETFILE 

320 mn "VEN FILE ";FIL£$ 

330 PRINT 

340 GOTO 310 

20000 REN 

20002 REM 
20004 REM 
20010 REN 
20020 REM 
26021 REM 

20022 REN 

20023 REM 
20624 REM 

20025 REN 

20026 REM 
20627 REM 

20028 REN 

20029 REM 

20030 REM 



20035 F1LE04EF0 
20040 GOSUB F5S 

20050 DFDEV$=DEVi:DFtMME$:#V£$i 
DFEXTO^i 

20060 PRINT "(";DEFi}")"» 
20076 DfUT FILEf 
20080 GOSUB FSS 

20090 ff DEV$="" THEN OEV$=OFDEVI 
26100 F NAME$="" THEN NAME$=OFNAME$ 
20110 IF EXT$="" THEN E)CT$=OFEXT$ 
20120 FILE$=OEV$ 
26136 FILE$(LEN(FILE$)+1)=NAME* 
20140 F]LE»(L£N(FILEO}n)^$ 
26156 RETURN 

26586 REM 

20510 REM I FSS - FILE STRING SCm 
26511 REM i 

20512 REM I INPUT! 

20513 REN i FILES - FILE STRING 

20514 REH I 

20515 REM I OUTPUT J 
^16 REN I DEVI - DEVICE 

26517 REH I NAMEi - FILE NAME 

26518 REM I EXTi - FILE EXTENTION 

20520 REN 

26536 DEV»="" 



GETFILE ROUTINE 
PROMPT USER FOR FILENAME 
HITN DEFAULT AM) APPLY 
THEM TO THE RESPONSE 



SfHJT! 

DEF$ - DEFAULT FILE 
STRING 

output: 

FILEi - RESULT FILE 
DEVI - RESULT DEVICE 

N^$ - RESULT m£ 

EXT( - RESULT EXTENnON 



26546 NWti="" 
20550 EXT$="" 
26555 RESTi=FILE$ 
20560 IC=1JLC=LEN(FILE$) 
26570 JF IC<»LC THEN IF FILE$(IC,IC) 
O":" THEN IC=IC+1JG0T0 20570 
26586 F IC<=LC THEN DEV$=fILE$<l,IC)5 
REST$s"":f IC<LC TIEN RESTHHEidC+l) 
' 20585 FILE$=REST$ 

26596 IC=1:LC=LEN(FILE$) 

20600 F IC<«LC then JF FILEO(IC,IC) 

O"." THEN IC=IC+1JG0T0 26600 

20610 F IDl THEN NAtti=FILE*(l,IC-l) 

20620 F IC<^ THEN EXT$»fILEO(IC) 

26636 RETURN 

Run this program and try several responses to the 
prompt* As you will see* typing RETURN would cause 
the output to be written to "DJOUTFILE.DAT". 

If* however* this were just a test run and you respond 
E! the resultant file string is EiOUTFILE.DAT which 
means the output would be displayed on the screen. 

For printed output you would respond with Pt> If you 
wanted the output to a different file name on disk you 
would just type the name* for example* MYFILE. The 
output file will be D{MyFILE.DAT* 

If the filename is ok but you are lucky enough to have 
another disk you can direct the output there by typing 
D21 causing the file string to be D2J0UTFILE*DAT* 

The examples could be continued but rather* try 
different responses to the sample program. Then use 
the subroutines in your programs* It will make them 
more usable for you and those who use your program* 



0 




ATARI 
400/800 




40K RAM Diskette $29.95 



PICTODISC 



32K RAM Diskette $34.95 (c) 1982 

THE most flexible, user-friendly graphics 
display editor available. Using a com- 
bination of joystick and keyboard entries, 
you can edit FULL SCREEN graphics displays. 
Ease of use is unparalleled. Most editor 
commands are single keystrokes. The 
displays can be saved to disk at any time. 
The saved displays can be accessed from 
any ATARI Basic program using the utility 
supplied on the program diskette. Some of 
the functions available thru the editor 
are: — 3 different plot widths - two color 
mix - trigger control of plot color - X&Y 
coordinate - scan mode - save display by 
pressing START - area fill with any color 
edits all modes 3-8 and Antic mode E full 
screen - plot/drawto line - cursor on/off 
jump cursor position - random plotting 
Easy to read instruction manual with a 
handy reference card on the back included. 
If you can find a better graphics utility, 

buy it. (Note: Some features lifll require 40K) ooa/TD.n i.t_.j ^ 
22^ Jiasic_ language hybrid code. 

PICTODISC wbA mVim 'S S14T can be obtained directly froM FUOioi BHTHa^ 
or £roA any of the fine establishments listed below. 



(c) 1983 

□ RIVER'S SEAT 

A real-time, JQ simulation of a race over 
an obstacle course lined with pylons and 
with energy dissipating force fields 
scattered along the way. Try not to 
crash into the pylons or allow your 
engine's shields to touch the force 
fields or else you will lose your velo- 
city. Make it to the finish as quickly 
as possible for the bonus. Choose be- 
tween the standard or a random track, with 
or without the force fields. Input modes 
are paddle, joystick, or keyboard. 
This program actually displays the road 
ahead as viewed from the DRIVER 'S SEAT of 
a roadster of which you control the 
velocity and direction. Therefore, the 
road ahead appears to move, not your car^ 
which is unlike other programs of this 
genre which control the road display and 
all that you can control is a car symbol 
which is usually viewed from an overhead 
and/or behind. DRIVER'S SEAT is a true 
driving simulation written in 7^ machine 




BINARY CORPORATION - Berkley 
COMPUTERLAND - 3t, Clair Shores 
FAMLY COMPUTER CENTER - Berkley 
^TSGARAM COr^UTER SYSTEMS - Utica 
MICRO CHIP INC. - Troy 
MICRO STATION - Southfield 
RAINBOW COmJTERS - Troy 
RITE WAY ENTERPRISES - Warren 



i 

I 



i 



DEALER mOUIRIES INVITED 

Orderline: (313)623-2606 



To place order send check or money order to: 





Please add ^0 Shipping and Handling. 



ENTERPRISES 



P C BOX 378 
UTICA, Ml. 48087-0378 



orders must be in U.S. dollars 



Atari, Atari 400, and Atari 800 are 
rogistereil trademarks of Atari, inc. 



lytlCHIQAJSI ATARI 
COlytFTTTER 
ElStTHXJSIABTS 

24HR AMIS BULLETIN BOARD 589-0996 

MACE HOTLINE (Meeting Info) 338-6837 



PRESIDENT 
Marshal Dubin 
2639 Hempstead 
Auburn Heights, MI 48057 
338-6837 

VICE-PRESIDENT 
J erry Aamodt 
4148 Huhn 
Rochester, MI 48063 
574-1020 

TREASURER 
J ames Phillips 
40008 Cambridge 
Bldg 23 - Apt 103 
Canton Township, MI 48187 
981-1523 



I=*«Q» Bo3C 2785 
Socjlrhf ield > IMI 48Q37 



RECORDING SECRETARY 
William Black 
1251 Duckwood 

Milford, MI 48042 

887-6870 

PROGRAM COORDINATOR 
Gretchen Levitan 
12709 Borgman 
Huntington Hoods, MI 48070 

399-6964 

DISK LIBRARIAN 
Chet Gonterman 
35088 Savannah Lane 
Farmington Hills, MI 48018 
553-7443 

CASSETTE LIBRARIAN 
Paris Ajo 
6642 Leytonstone 
West Bloomfield, MI 48033 
661-0388 



CORRESPONDING SECRETARY 
Mike Lechkun 
32229 Ruehle 
Warren, MI 48093 
978-8432 



NEWSLETTER EDITOR 
Arlan R» Levitan 
12709 Borgman 
Huntington Woods, MI 48070 
Compuserve? 70675,463 
Source ID: TCT987 
Voice: 399-6964 



ISIEXT MEETIlStG 

Southfield Pavillion 
Ten Si a Half & Evergreen 
7:00 PM 



I.A.C.E. 
P.O Box 2785 
Southfield, Ml 48037 



iZfltOe fee for 12 fionths 




Name 
Street 

City_ 



.A.C.E. Membership Application 

Phone 



State 



Zip Code 



Company (if applicable) 

System Description 

Suggestions 



^ Disk/Tape 



I can help with . . . 



C ] NEW C 1 RENEWAL 



If Renewal, MACE # 



Make checks payable to: 
M.A.C.E. 



Date 



Amount 



□ Cash 

□ Check Number 



Coupon 

. Membership Card Number 

Expires 




SOFTWARE SUPER SAVINGS 
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Apple 'Atari-IBM 
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The Computer Cnpress 

©(313) 528-1554 



o 



O) 

o 

■ 

0) 



(/) 

(0 




< 
X 

o. 

UJ 



u 

P.O. Box 569 D-1 
Troy, Ml 48099 
FREE 1983 Catalog 



Master Charge/Visa/Checks/Money Orders/COD's Accepted 
Add $2.00 shipping. Michigan residents add 4% sales tax. 




RITE WAY ENTERPRISES 

EVERYTHING DISCOUNTED EVERYDAY 





THE TILL 2-28-83 

DISCOUNT 

8262-12 MILE RD. COlXipUtdr 22027 MICHIGAN AVE. 
WARREN MI. 48093 SOURCE ^^^^^BORN MI. 48124 



313-751-2454 



313-562-3178 





MICHIGAN ATARI COMPUTER ENTHUSIASTS 
P.O. BOX 2785 

SOUTHFIELD, MICHIGAN 48037 
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IMPORTANT DATED MATERIAL 



PLEASE DO NOT DELAY 

Printing and Bindery Services by • GRAPHiC ENTERPRISES. iNC. Detroit. Miciiigan • 313-839-6800 



